


















WWII COMBAT SIMULATOR 


EDITORIAL NOTES 

. in development for more than 3 years. Its development 
?~d hard work of aviation engineers, designers, programmers 
—:ne staff of IC.Maddox Games. We were in constant contact 
; zommunity during development stage and tried to implement 
r': suggestions as possible to try to satisfy all user groups. The 
- zt- : f:ed...we express many thanks to thousands of players, who 
_ z ported us during all those years. We also say many thanks to all 
. -i'r nvolved in long tests of flight models. We say many thanks to 
- who helped us to eliminate bugs." 

Oleg Maddox, Lead Designer of IL-2 Sturmovik 

if:: at the 'Bundeswehr' and had a chance to fly a rebuilt variant of 
- testing IL-2 for many hours I have to say that a new generation 
viators is born. IL-2 has the best FM I have ever seen in flight sim- 
t ; not only better...it’s very close to real. Also, the graphics and dam- 
7 are amazing....with IL-2 you feel like you are in a real WWII sur- 
I can say such words about a flight simulator for the first time, but 
y fantastic." 

Andreas Preusse. Pilot, Germany 

an honor for me to be involved in the testing of this project. I am one 
r /. people in the world who realized the amount of effort and dedication 
: : m took to develop—and I'm nevertheless amazed by the pay-offs. I think 
■ :<~ation of IL-2 team's engineering knowledge, real-world flying experience, 
~ *or history and most of all complete devotion to perfection combined to 

- :omething more than just a sum of all parts. IL-2 takes flight simulators to a 

- new level. It's the first sim I prefer to flying real planes." 

Ilya Shevchenko. Private pilot, USA. 

~e, IL-2 is a very impressive flight simulation. It brings the feeling of aerial 
a ~~at that is very close to real life, as opposed to other sims I’ve played. It is 
::: frightening how real the graphics and the flight model are. I also admire 
one can now experience everything in front of the computer, from air com- 
:o bomber escort. I almost feel like I'm again an active fighter pilot with the 
: man Luftwaffe. IL-2 for me represents the most realistic flight simulation, 

: st of all because of the flight model of the German fighters, and the feeling 
a;r combat." 

George Adam. Lieutenant of the German Luftwaffe, WWII 

i.ery WWII computer flight simulator I've seen or flown has been more game 
-an simulator. IL-2 is the first one that looks, feels and sounds like the real 

- ng. I've never seen a flight simulator that made you feel like you were really 

- ground attack/fighter pilot till I flew IL-2. Now when my grandsons ask what 
did in WWII, I'll just sit them down in front of the computer and let them see 

■or themselves." 

Lt. Chuck Walters, P-47 Pilot E.T.O 1943/44 
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I. GENERAL FEATURES 

" German and American aircraft. See them in different 
schemes for different times of the year. 

r 'ear Gunner. 

tic and simple flight models with many adjustments to var- 

m aircraft engaged in large-scale air battles (with camouflage 
ranging from summer to winter). 

? r and air-to-ground battles. 

: :c ectssuch as buildings, bridges, airfields, etc. 

w using full mission parameter settings, 
ces of single missions, 
missions and track your career (with ranks and awards), 
intelligent Al opponents. 

: -erent multiplayer modes: dog-fighting or cooperative missions across 
c Internet with dedicated servers for online play. 

: up to 32 players in dogfight and 16 players in cooperative missions, 
m paint schemes, squadron nose art, numbering on wings and nation- 
pe^angs for each single plane. 

ght track of your flights and edit these tracks. Then play and enjoy 
es or send them to others (the Internet sim community can use these 
. r their online wins/kills). 

■vork and Internet voice communications for multiplayer sessions. 

/ missions and scenarios with an easy-to-use mission builder. Create mis- 
■ : ngle or multiplayer sessions. 

' * v scenarios designed by other players. 

w plane sets and new scenarios from free and/or commercial add-ons, 
-md by original developers after the release of the sim. 

craft and ground unit graphics of an exceptionally high quality. 

assive air and ground battles between German and Russian airplanes 
and tanks. 

2 : malistic dynamic damage modeling. 

realistic 3D environments, including terrain, sky, unique clouds and 
eather conditions. 

22 . realistic smoke, explosions, fire and other special effects. 

23 . e? r absorbing radio exchanges. 

24. mpatible with a wide variety of 3D sound cards or drivers (Aureal 3D 3.0 or EAX 
0, EAX 2.0). 















Minimum system requirements: 

Widows® 95/98/ME CD-ROM 

Pentium® II 400 or AMD K6-3 400 (Pentium Ill/AMD K6-3 600 or better recomme 
128 MB RAM (256 MB RAM recommended) 

16 MB RAM Direct X 8 compatible 3D Video card (32 MB RAM recommended 
Direct X 8 compatible Sound Card 
Direct X 8 or Higher (Direct X 8 included on CD) 

Internet Connection of IV\N for Multiplayer 

Overall quality will depend directly on the user's processor speed 
3D graphics accelerator. 

II. INSTALLATION 

1. Insert the IL-2 CD in your CD-ROM drive. The Autorun menu should start 
matically. If you disabled Autorun for your CD-ROM, you may need to nm 1 
Install procedure manually (using Windows Explorer) from the CD. 

2. Left-click the "Install" button on the displayed Autorun menu. 

3. Follow the installation programs instructions to complete the setup. In case of; 
problems, the installation will stop and notify you of the nature of the matter. 

You can also remove (uninstall) the game from your hard drive either fro 
the Autorun menu, or by clicking the Start button, and selecting Progran 
/ Ubi Soft / IL-2 Sturmovik / Uninstall. 

III. HARDWARE SETTINGS 

Once the installation is complete, the Setup program starts automatical 
The program enables you to select the correct settings for your video dn 
er, video card, sound and input devices. In order to do this, you need : 
know at least the basic hardware types of the devices installed on your PC 


and video mode setup. 

:ne internal IL-2 Video Modes dialog, 
n concerning in-game menus below for a description. 



- Video driver adjustment. 

game for correct operation with the appropriate driver. 

■r m:* seo.ngs are defined separately. 

sec that the latest video card drivers be installed. 

'e any problems, check your driver settings in Windows. These can be 
. ~ Panel/Display Properties/Advanced. 

: ^p or if the screen refreshes very slowly, check that other 3D applica- 
(OpenGL/DirectX) start up and function properly. We advise against 
, cur video card or processor, or using nonstandard settings for them, 
merrupted game functioning is not guaranteed! 

mgs Drop-down menu for video card selection and setup. 

options in the Settings menu for detailed video driver adjustment. 

rating mode with minimum demand on the driver (the lowest quality 


r^ault Operating mode with average demand on the driver. 

Custom Detailed adjustment (at your own risk). 




























Texture Quality Texture resolu: 
below). 

Texture Mipmap Filter - Quali:. 

ture filtering. 

Texture Compression - Saves cr 
ory considerably (the highest quJ 
obtained with S3TC). 

Detailed Land Textures - Use h 

olution textures for landscapes j 
amount of video memory and :ei 
compression required). 

Use Alpha/Use Index - Use ado: 
texture formats 

Polygon Stipple - Emulate she -J 


transparency in the absence of a Stencil Buffer. 

Dither - Controls dither mode for 16-bit modes. 

Use Clamped Sprite - Cuts down the number of polygons on sprite objects and ef 
Draw Land by Triangles - Displays landscapes with simple triangles. 

Use Vertex Arrays - Reproduces geometry via vertex arrays. 

Disable API Extensions - Forbids the use of video driver extensions. 

Multitexture - For multitextures. 

Combine - Improved texture combining. 

Secondary Color - Used for fog and lighting. 

Texture Anisotropic Extensions - Enables anisotropic texture filtering. 

Texture Compress ARB Extension - enables S3TC compression 

3. Video Modes - Choosing video modes 

Driver Choosing betwe 
DirectXB/OpenGL drivers. Chool 
the driver that best suits your vidq 
card in terms of rendering spe 
and quality. 

Resolution - Choosing the sere 
resolution and color depth. Low n 
olution, e.g. 800x600x16 is recoi 
mended for earlier video can 
1024x768x32 and higher shod 
only be used on newer cards. Th 
setting has the greatest effect 
quality and frame rate. 


::hes the main game display between windowed or 
l" mode is currently recommended. 

Hue *! 1 . ; T.-f - :e Stencil Buffer. The Stencil Buffer is used to switch over 

mcstly works in 32-bit modes. It usually produces a dra- 
• a number of older video cards.Recommended for 

snd return to the previous menu. 

|prre cre\ious menu. 

~ -*gs - Graphic Settings. 

: me: :o define 
er ~ , ~e result of 
:n :ne video 
Apl _ Setup e., maxi- 
fr 8 Ucne.ec w ith maxi- 
' ggg cs ana when your 
L * 41 . 1:0 ? maximum 

l|pe :: simplified set- 

L: Vedium/ 

Cxm 'errt Settings - 

:* e^? : i quality: min- 

f ~e.v settings. 

:: orevious menu. 

: retailed settings. 

Quality - Texture resolu- 
:ne amount of 
.a by textures and 
serai. You can also 
impression to reduce 

t« Distance - Visibility dis- 

Ughting Quality of 


Detail - Detail of object geometry. 

pe Lighting - Landscape lighting and shadows from objects, 
pe Detail - Landscape detail (forest/trees/terrain/geometry). 

Detail - Cloud visualization distance (their complete shutoff can be blocked in 










































SOUND SETUP 


Driver f Video ] .Joystick Sex.aid J Nriswrit j 


jNotadwareeecdwaNon • Windows 2000 

No hardware acceleration • Windows 38/ME 
I SoundBlaster Live! settings 
j Sensaura - featured sound cards 
[AwealVortexli based sound card: 

Minimal {resource-safe) Direct settings 
Maximum DirectX settings 
jSsfe DirectX settings • Windows 2000 
Safe DirectX sellings • Windows 98/ME 
I Custom 


xj Once the installation is complet 
rate IL-2 Setup configuration pr 
set&igs:start up. You can also use this p 

a more detailed adjustment of 
settings 

(at your own risk) 

The easiest way to adjust the s< 
choose from existing configurati 

Please choose your sound card 
list. If it does not figure in the list 
instructions below: 

If your card supports 3D sound h 
acceleration or you are unsure atj 
choose Minimal or Maximal se 

If your card does not support 3D 
hardware acceleration or you experience sound-related problems, choose N 
ware acceleration in accordance with the OS you are using. 

If you want to adjust all the settings yourself, choose Custom settings. 

The options In this dialog box reuse those 
in the games sound menu (see below) 
with the exception of: 

Disable hardware voice manager - 

Select this option if you have an accelerat¬ 
ed sound card and the sound occasional¬ 
ly fades away and disappears. 

Disable streams - Select this option if 
there are gaps in the sound. However, you 
will not be able to use the network tele¬ 
phone or listen to music. 

Disable statics - Select this option if the 1 
sound effects are out of sync with the 
image. 

Audio input - Devices used for the input 

of signals from the network telephone -——-- 

mike. DirectX required. "None" switches the telephone off. 

Enable full duplex - This option should be selected. 


IE SETTINGS 


Dund Setup->Audio 

- st the 


re :?m based on 

Aureal3D. In 
DirectX To switch 
Disable sound 

«_ -a.e switched on 
> rrc * cur card uses a 
the game will 
- rng up/crash. 

switch 

wdware acceleration, flick the switch on. This enhances the 
orabiv and reduces CPU load. If there is no acceleration, the posi- 
eievant. Should any sound-related problems occur the switch must 

channels" switch 

as no hardware acceleration or if the hardware acceleration has 
m the Enable Hardware switch, the parameter has a great 
;r:d. Use the Default or 16 values. We recommend that you use 
Endows 2000 and NT. 

type" and "Reverse stereo" switches 

?u dio device you are using: headphones, desktop speakers or sys- 
If the stereo channels seem to be reversed, use the Reverse 


Menu 


This menu is used to adjust additional 
settings. The Audio quality and 3D 
rendering performance settings 
determine the ratio of sound quality to 
the rate of CPU load; the other settings 
affect the sound. 

The Audio quality and 3D 
Rendering performance switches 
affect the sound quality and for the 
most part the CPU load. The optimal 

Audio quality value is 22kHz 




















































Music playback 

Music in the game is activated via the Piay music switch in the Sound Setup->Genei 
menu. ; 

The music volume is adjusted using the Music Volume control in the General men 

Whether the music is to be switched on or off in a given gameplay episode is defir 4 

Sound Setup->Music menu. 


The value of the 3D Rendering performance only applies if your sound 
hardware acceleration or if the hardware acceleration has been switched of 
Enable Hardware switch. In this case, CPU operation is fast when the svv:: r 
Minimum position; CPU operation is correspondingly slow if the sw:: 
Maximum. It is recommended that you use the Default or Minimum vai..- 

The Distance attenuation regulator sets the rate at which the sou rc 
decreases, if the distance to its source is increased. 

The Environmental acoustics switch enables the use of EAX or A3D virtue 
interfaces, if they are supported by your sound card. 

The Volumetric sounds switch activates 3D sound sources using Sensaura ;e 
gy (it should be mentioned that with the current Sensaura driver version -2101 
technology does not work very well). 

The Realistic occlusions switch determines whether the obstacles (for exa~ " 
hull of the aircraft) will reduce the sound volume. If it is switched on and you arej 
the aircraft, it becomes more difficult to distinguish the sounds from the outside, m 
card supports BAX or A3D, you should flick the Environmental acoustics sw 1 
You can use the other two switches at your discretion. 


Adjusting sound volume 

Sound volume is adjusted using the 
corresponding controls in the 

Sound Setup->General menu 

Master volume - general level of 
volume for all sources. 


Objects volume - relative effects 
volume. 


Music volume - relative music vol¬ 
ume. 


Voice volume - relative volume 
of voice messages and network 
telephone. 


Play take-off tracks - play music 
during take-off. 

Play in-flight tracks - play music in 
flight. 

Play crash tracks - play music when 
damaged. 

You can add music files at your own dis¬ 
cretion via Samples/Music/directory. The 
music should be in Windows WAVE-file, 
MPEG 1.3 format. The files for playback 
are chosen at random. 


Network voice communication is activat¬ 
ed using the Voice Communications 

switch in the Network menu. It starts 
working when you subsequently enter 
the next IAN or Internet game. The vol¬ 
ume is adjusted using the Voice vol¬ 
ume switch in the Sound Setup- 
general menu. 


The channel for communication is cho¬ 
sen in the chat window. Only players 
using the same channel can hear each 
other. If you enter(dot) in the text box 
window, a list of channels will appear at 
the bottom of the screen. You can use 
this list to select the working channel by 
pressing the UP and DOWN arrows or by 
entering its number. The list gives the 
channel number and name. The number 
of players switched on to the channel is 
indicated in brackets. The current work¬ 
ing channel is highlighted in a different 
color, and has a "*" symbol. 
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If you are experiencing problem; 
related to network voice com 
make sure the following setting; 
in the separate JL-2setup.exe prog '3 
Setup section: 


"Advanced" group 

Disable streams - deselected 


Disable static - deselected 


"Radio chatter" group 

Audio input ■ "DirectX." 

Enable full duplex - selected 

If the game does not run well wal 
voice comms, these can be switch J 
choosing Audio input -> None 

2 setup. 


Adjusting the sound in Windows 

DirectX sound settings in Windows Can be 
found in the Control Panel->Sounds and 
Multimedia->Audio dialog box. Sounds 
and Multimedia may simply be called 
Sounds in some versions of Windows. 

To adjust the sound hardware acceleration, 
choose Sound Playback->Advanced 

(see below). 

If you have several sound devices installed (for 
example, a chip on the motherboard and a 
separate card), choose the one you prefer in 
the Preferred devices list and select the 

Use only preferred devices option. 

In addition to this dialog box, your sound card may have additional adjustment opn 

Choose the sound device you are using in 
Speakers dialog box. 


muted in the Sound Setup->General menu and that 
the menu. 

ezup.exe program, that the Disable Streams option on the 
tched on (to see all the components on the page, you should 

■s ca r es - >C u st o m 


Choose the Hardware acceleration->Full 

position of the switch in the Performance 
dialog box. If this creates problems with the 
sound, select Basic acceleration or, as a 
last resort, Emulation only 

Troubleshooting 

No sound. 

Make sure the sound is not switched off in 

the Sound Setup->Audio menu 

Make sure the volume is not muted in the 

Sound Setup->General menu. 


.oice comms 

)f other players in Windows NT4.0, but you cannot talk in most 
: ro: ^old for Windows 2000. 


eeohone is switched on (see above), 
ocons in the No music paragraph. 


ICK SETUP 

. supports a vast range of basic joysticks by different manufacturers. 
~ Joystick in the setup program. Press the Properties button and make sure 
rivers have been installed and work correctly with your Joystick. If the 
:e:ected your joystick's Force Feedback feature and displays it, you can 
; this feature. Read about other features and the control settings in the 
lB?OLS : con of this manual. 


jj*j 






























































IV. TUTORIAL 

1. Flying Essentials 

At this stage in history we are all used to the sight of planes soaring a or 
you actually know how aircraft manage to get up in the air and stay the 
you're not entirely sure about the answer to that one, thereS no need to 
won't be smothering you with a load of old formulas from physics classes m 
now you've probably forgotten anyway. What you should know, however : 
interaction of a number of forces has a key part to play in the whole wc i 
ness of flying. These forces are as follows: 

Thrust - The force that pulls an aircraft forward. 

Drag The resistance of the environment that has to be overcome by thru:: 
body can engage in any sort of movement (sound familiar at all?). 

Gravity - The force which would just love to keep every single object or rm 
(plane or no plane!) fixed very firmly to the ground. 

Lift - This is generated when the air pushes the plane upwards because . - 
dally formed wings. If a plane has enough thrust, it can overcome drag and s 
ing. Once sufficient speed has been attained, enough lift will build up at the' 
defy gravity and allow the plane to take off. Simple, isn't it? In reality things 
more complex than that, but we'll leave it there for the moment. 
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of Movement 

r ::o move in an extra direction, or, if you prefer, an up 
?n be argued that a plane can move in TWO extra 
s of movement concern the same direction. These 
:h and roll - more on them later. 

re different axes are made possible via special flight con- 
■ . aerates via the stick and the rudder pedals. There are dif- 
■movement options, and you should make sure that you 
- they are extremely important for making sense of the chap- 



lane's roll axis are carried out with the so-called ailerons. They 
e around the direction where its nose is pointing, and allow 
movement is known as "rolling." To move the plane around the 
the stick in the desired turn direction, which can be either left 

51 - ■ ; w 


t: around the yaw axis are known as "yawing" and are carried out 
a plane responds to this exactly like a car responds to the steering 
e like a car, a plane is also steered via the rudder when it is on the 
ern planes the rudder is connected to the steerable landing gear, for 
.cder allows the plane to be "yawed" (turned) to the left, and, logically 
: udder enables yawing to the right. 
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Movements around the pitch axis allow the plane to ascend or descend. ro: 
as "pitching." You pull the stick back to pitch the plane upwards, and push the i 
ward to carry out a downward pitching movement. 

Positive and Negative G-Forces 

G-forces start to take their toll as soon as you start to carry out maneuvers at h g 
and with quick direction changes. The "G" stands for gravitational and "1G" is In 
force of attraction exerted by the earth. If you fly a tight, high-speed turn, th 
involved means that your body cannot keep up with the rapid movement, and 
be forced into the other direction by a multiple of the force of attraction. If the 
G-forces becomes excessive, you can even experience a blackout, which will al 
ly lead to loss of consciousness. Trained jet pilots can put up with 9G for short j 
of time with special equipment, but it's not exactly their idea of fun! 

You can experience the effects of negative G-forces if you force your aircraft dow: — 
at high speed out of level flight. You will be practically lifted out of your seat aJ 
be weightless for a short while. If you take things too far, you will have a (literal? 
of blood to the head and become rather red in the face, to say the least. You" 
can deal with positive G-forces better than with negative ones. 

When playing IL-2, if your screen goes black in mid-flight, this probably has non 
do with your graphics card, but with the effects of excessively high positive G-foro 1 
forces can be turned off in the "Difficulty/Realism" menu. 


.ments are really important (please take a look at the 
;ators are Altimeter, Climb, Artificial Horizon, Turn, 

: about getting your plane into the air! And while you're 
• a roct that the planes of this era were, for the most part, 

: roe rear—the tail wheel. Unfortunately this meant that 
front of your cockpit, and therefore these planes had a 
e ground in front when taxiing and in the first part of take 
; by looking out of the side of the cockpit and using the 
don. Of course, you could always make things nice and 
:he external views using either the F2 or the F7 keys. 

ro the runway you should proceed as follows: extend the 
ace). Start to accelerate slowly and check the tachometer 
engine is reacting to your movements on the throttle. Now 
le way forward. As your aircraft gains speed, you may have 
ne's torque by gently applying the rudder. Make sure you 
: turn indicator during this process! To begin with, you should 
n r ds you in order to exert pressure on the tail wheel and thus 
:off. Once you have attained sufficient speed, press on the stick 
?l off the ground. Don't press too hard or the propeller may 
ire flying the P-39 Airacobra, forget everything we said about 
already had the tricycle landing gear which is standard today). 

The aircraft should now build up 
speed quickly. Once you have 
reached an adequate speed, draw 
back the stick gently. Make sure you 
don't pull too strongly and do not try 
to make a sharp turn straight away. 
This could result in the plane stalling 
and you will not have enough space 
beneath you to correct in time. First 
retract the landing gear (G key) and 
then the flaps (V). Monitor your 
speed closely, and do not pull your 
nose too sharply right away. Let your 
airspeed get at least above 180-200 
climbing and make sure that you keep gaining speed and altitude, 
eached your desired height, throttle back so as not to overburden the 
2 level flight attitude. Congratulations—you're flying! 














z rection of the spin, you can attempt a rescue opera- 
a: position. Under no circumstances should you oper- 
c left or right) as this would only make the spin worse! 

: "udder in the opposite direction to the one in which 
:'s just a question of waiting until the plane stops spin- 
: /errrent, your best bet is just to try again. If the plane 
men your battle is almost over: all you have to do then 
• ed up sufficient speed for the control surfaces to start 
■ut an end to the dive and return to normality! Well, it's 

r to your dismay just how much height you have lost. If 
? :pin at low altitude, time really is of the essence and you 
tier ado (CTRL + E). Then again, you may find that the 
lesn't actually achieve anything. In some cases you may 
in, a particularly unpleasant variety in which you find your- 
, aw axis. Rescuing an aircraft which has fallen into a flat spin 
id abandoning the plane to its fate via CTRL + E is by far your 


Climbing 

To get the aircraft to climb, simply increase the throttle! You will start me . " 
ly, and thanks to the increased flow speed of the air moving over the vj 
ing more lift. The more impatient flight simmers amongst you may be te 
ply pull the stick back. The more you pull, the steeper the plane will cHr 
glance at the airspeed indicator will suffice to confirm that you are fosinc 
same time. Lower the nose a little so as not to slow down too much, b 
that it remains above the horizon. If you are lucky enough to be sitting in ? 
pit, you may find an artificial horizon with which you can control your an : 

An incline of about 20° generally represents a good compromise between 
rate and your airspeed. 

Stalling 

If you get carried away with pulling back the 
stick, your speed will ultimately drop to an 
unacceptable level: the airflow over the 
wings will reduce and you will soon find 
your plane lacking the necessary lift to keep 
you in the air. You have stalled the aircraft, 
gravity has regained its grip on you and the 
next stop will be a rather premature reunion 
with mother earth. In a situation like this, 
though, panicking is the very last thing you should do: simply center the stick and 
plane go. Don't carry out any steering operations at all—these are pointless in 
tion like this anyway. The nose should be pointing down toward the ground al 
aircraft will be dropping rapidly in much the same direction. As this happens, tr3 
will regain speed, causing the control surfaces to react again. Once you have ra 
sufficient airspeed, bring the plane out of its fall and return it to level flight. Do | 
maneuver out, as you will probably find that you stall at inconvenient moments! 
the heat of battle, for example) and so a certain amount of practice in a non erm 
uation will pay off. But do please make sure that you always have a sufficient amcl 
space between your plane and the ground before you embark on a training sessB 

Spins 

If you are really unlucky, you may find that your 
plane doesn't just stall, but also goes into a spin. 

Spinning means (amongst other things) that 
your plane keeps rotating uncontrollably around 
its roll axis. A spin occurs when a stall has affect¬ 
ed only one wing in an excessively tight turn for 
example. Rescuing a plane that has gone into a 
spin is considerably more difficult than righting 
an aircraft that has merely stalled, and sometimes 
this is simply not possible. The first thing you 
have to establish is the direction in which the 
plane is rotating around the roll axis. If you can't 
identify this, you should have no reservations 
about switching to an external view via F2 or F7. 


PM) Wiqiff g 

: rr.ple, doesn't it? Which is true for the most part, at least once you 
;s. Level flight involves flying straight ahead without changing 
es which act upon the plane in balance. This balance means 
n a straight line more or less of its own accord, without too much 
hot. Althought relatively simple, the aircraft needs your help to 
mding on the on board load (weapons, fuel, personnel etc.) the 
ravsty changes, which in turn has an effect on the flight attitude. 

c should, counter these factors by adjusting your aircraft's trimming, 
.ming the control surfaces to enable a constant, balanced flight atti- 
i: dipping to the left slightly, for example, this is not necessarily due 
:f the stick. Instead, trim the plane to make it lean to the right by 
: "CTRL" key and pressing the right arrow key until you have fully 
' to the left. If, on the other hand, the plane is inclining upwards, you 
- this tendency by simply easing off the gas slightly. Less thrust = less 
-"emember? If that doesn't work, trim your plane by using the CTRL 
keys to make it slightly nose-heavy. Feel free to experiment a little with 
j do make sure that you are familiar with the key commands involved 




















Turns 

To turn the aircraft, you 
first have to bank it 
around the roll axis, in 
the direction you wish 
to turn. To do this, gen¬ 
tly move the stick in your 
chosen direction until 
you have reached an 
angle of about 20°-25°. 

The plane will describe a 
gentle curve, moving 
the nose down slightly 
in doing so. You should 
therefore gently move 
the stick back so as not 

to lose too much height. Gently use the rudder and keep a very close eye omi 
indicator: if you want to become a really good pilot, your operation of r 
should cause the ball in the indicator^ spirit level to move as little as possible, 
ing in the center of the display. This sort of a turn is known as a "coordinated : 
plane is not forced to one side, but follows the radius of the curve without luflB 
the side. Although your stick may return to a central position of its own accord! 
to return to level flight you will have to steer it into the opposite direction yourw 

Controlled Descent 

'You always get down eventually," so the saying goes. Which is true enough, 
have to remember that there are all sorts of ways of getting your feet, and youM 
firmly back on the ground. If you just point your plane's nose at the ground, yj 
gain speed—too much speed. You will certainly be traveling too fast for the 
planes from the Second World War period. On your way down you are likely D 
little bit shaky, and then it won t be long at all until pieces of your wings are do ir 
Qwn f, y' n g around you. Try explaining that particular strategy to vour mechanic 
are still able to! 

You should always ensure that you prepare for your descent and landing careful . 
first thing you should do is to decelerate. The plane will embark on a gentle dei 
due to the reduction in thrust resulting from its lower speed. Check this by takingTi 

..— - at your rate of climb indicator. Then i 

the stick forward slightly, all the time kee-J 
the airspeed indicator in view. DepenJ 
on the type of plane you are flying, the! 
a varying range of speeds which can] 
flown safely at this stage, if you are flying 
fast, simply reduce your angle of de r 
and gently pull the stick toward you 

If your cockpit has an artificial horizon, chi 
your flight attitude if you're not totally s| 
that you can rely on your instincts 





ending curves, as you automatically slow down when 
your speed very carefully during this procedure, or 

re* Hr ng. 

There is one handy trick which can 
help you to lose altitude without 
speeding up: gently roll the plane 
to one side and at the same time 
counter this movement with the 
rudder so that you don't actually 
^ turn. This will mean that you are fly¬ 

ing at a slant, but this will be useful 
in your descent. This maneuver is 
known as a "slip' or "side-slip," and 
was invented by WWI pilots to 
compensate for the fact that their 
planes were a good deal more 
fragile than the ones you will meet 
in IL-2 Sturmovik. 

c-rc are of a robust constitution, you can use the so-called "Split-S fig- 
n 5.4.3. This will expose you to high levels of G-forces, so dorit 

ieen earned! 

i- vn to the ground fast, like in case of crash-landing after battle 
throttle to idle and drop full flaps. Point your nose downwards, 
strength than usual as the flaps will generate excessiveT e , e h P 
, ; .v for your airspeed to drop. Once at speeds below 300 km/h, 
tnen level out as close to the ground as you can and continue flying 
$ per, mallow angle until you touch down. 

him a * Combat Maneuvers 

-1 the previous sections and taken the advice to heart, you should 
- on to perform dean takeoffs and landings and to squeeze in a few 
-urns in between. All this is, of course, admirable, and we are 
-- youi But we trust that you wont be too crestfallen when we tell you 
one are not enough to make you into a flying ace. It may be of some 
-hat you are not alone in this regard. Many of the worlds mosjamous 
n many a long hour of practice, learning from their mistakes all along 
^ able to acquire the talents which set them apart from less successfu 
?ce pilots. And then there are just some things which can.Pjobabjymever 
es which you either have or have not got. For more on this topetake 
5.5. Don't start turning the pages just yet, though—first of all we re 
:.uce you to the key maneuvers of air combat. 
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4.1. Offensive Maneuvers 

You have to get up to a distance of about 70 meters from the target 
open fire. A big mistake which is often made lies in losing speed when 
shoot at the last minute. This doesn't work—the distance simply gets big 03 
and you can even lose touch with the target completely. If you shoot frcr 
distance away, you just let the enemy know where you are because c r 
shots leave, and the enemy can frequently get away. Another frequent erra 
in g ground on the enemy too quickly and then hot being able to brake i 
means that you end up in front of the target." 

John Cunningham, RAF Nigm 
Quote from: Sims, Edward FT: Fighter Tactics And Strategy 

In general, air combat maneu.e1^| 
divided into two categories: o“em 
defensive maneuvers. An offens.- 
ver, in a one-on-one air battle false jJ 
a dogfight), for instance, focuse: 4 
ing down the enemy as quickly a:; 
This generally involves taking an qa 
pilot completely by surprise (the ad 
tion.f) or outmaneuvering him cl 
degree that you a) get into a qcoJ 
position and b) stay out of trouble al 
as you can. As is often the case, theory is considerably easier than practice hn 
with a little of the latter, you should be able to achieve a certain amount of 
before too long. 

Hammerhead 

This maneuver was known as "Immelmann" in WWI, 
named so after a famous German ace Max 
Immelmann. Whether he was really the first pilot to 
carry out this maneuver is open to question, but what 
is beyond doubt is that he could perform it to perfec¬ 
tion. However, since then the terms changed and 
Immelman in WWII is something completely different. 

A typical hammerhead involves flying the plane 
straight up in the sky until shortly before a stall, then 
using full rudder to carry out a 180° turn about the 
yaw axis and subsequently going into a dive. The 
point of this piece of aerial acrobatics is to enable you 
to tuck yourself in behind an aircraft which was flying 
in the opposite direction to you before you carried 
out the maneuver. To execute it to perfection you will 
need good timing and a good reserve of speed to be 
able to carry out the steep climb at the beginning. 



w 
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Jr 
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sesuate speed to begin with. If need be, lower the 
oeed. Gently but firmly, pull your plane around so 
lose sight of your airspeed indicator! Before you lose 
ill, step on the rudder pedals. Then turn the plane 
: pointing down to the ground, gently using the 
attention to your course indicator or a compass if 
:o plan you should now be pointing in exactly the 
in which you started. At the same time you should also 
from the dive once you have reached your desired 
: j should aim to end up slightly beneath the enemy air- 
■ range of any gunners on board and with any luck you 
TV Dilots. 
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■9 ■r',~e; r nanrf is 
pat'- :c a maneu- 
r p i: 'nm-oopY This 
:c mange the 
80 segrees in as 
-c .vever, the 
r a efferent way, 
naff J oop instead 
des/mbed above. 

rr ar Immelmann, 
agm ~ake sure that 

ff: ent speed, m. 

:: ze moving fast to 
- maneuver that fol- 

atigs nice and level, ’ ^ - 

mck and move your 

e you are climb- ’" % 

: slightly to one 
: _ choose which 

)ack on the stick until your plane is flying in the opposite direction to 
:r you started. While you're doing this you should keep a close eye on 
or or the compass. Using the ailerons, turn the plane around the roll 
Wing in a normal flight attitude once again. You will now have gained 
Bl Gradually be picking up speed again, flying in the opposite direction to 
:o you started. 
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Loop 

This well-known maneuver is perhaps the 
least useful of all in combat—at least that's 
probably the answer you would get if you 
could still ask Manfred von Richthofen, the 
famous "Red Baron," for his esteemed opin¬ 
ion of looping. Some pilots, however, just 
cannot get enough of this tactic. There are 
indeed good reasons not to carry out this 
maneuver during an air battle, particularly 
because it takes a good deal of time and 
also requires sufficient speed and altitude to 
complete a loop fully. However, you should 
certainly be acquainted with this particular 
trick, if only so that you know how to react 
should an opponent in front of you decide 
to try it out himself. 

Sufficient speed is essential before you can even think about attempting 
required, lower your planed nose a little to gain speed. Pull the plane up ir 
with its wings level. Keep the stick pulled toward you and just wait until you i 
ing in your original direction again. That's it—itS as simple as that! Oh yes, to I 
safe side and make sure that you perform as good a loop as you can, you rra 
following trick useful: look out of the cockpit to one side and keep your eye on 
tip. If you get everything right, the tip will describe a perfect circle. Then agarU 
alone doesn't count for all that much up in the sky.. .but it won't be long"beri 
find that out for yourself anyway! 

Yo-Yos 1: High and Low Yo-Yos 

The Yo-Yo is very difficult to explain. It was first perfected by the we.u. 
Chinese fighter pilot Yo-Yo Noritake. He also found it difficult to explain 
quite devoid of English" 

Squadron Leader K.G. Holland, RAR Quote from L. Shaw's Tighter 1 


■ ght nave 
• ten nd them 
n: . maneu- 
- :: that 
ce up against 
nms of identi- 
l£ it imply, never 
rd your 
tally find your- 


:r and more 
vantages could be 
: mnateiy doesn't 

If you perform a yo-yo maneuver correctly, you can man- 
tad the enemy despite the difference in speed or turn per- 
s very often half the battlel 

cue option if the oppo- 
of . du is quicker than 
nee e you to catch up 



ievcog your plane to 
: takes you underneath 
,-e.y of you will then be 
ocscured completely, 
able to get close 
. is almost directly 
v aircraft right up. You 
;n surplus speed to be 
-' - g position before your 
:co much and perhaps 


: —1 1 gh and Low Yo-Yos: 



?r can also be deployed 
i order to stay behind an 
se plane is more maneuver- 
: Again, the trick here lies in 
s efficiently as you can in 
: jp for any comparative dis- 
nch your plane may have. 
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Pursue an adversary 
flying ahead of you 
and turn at the same 
time as he does. But 
instead of trying to fol¬ 
low him directly pull 
back on the stick, thus 
lifting you above your 
target for a moment. 

Watch out though: 
you will probably lose 
sight of him temporar¬ 
ily. Now roll your 
plane into a slightly 
tighter turn, thus mov¬ 
ing yourself more 
sharply into the radius 
of your opponent's 

turn. When he has turned a bit further, you will be able to use your heiqht ad 
sums'ri^ht °that"is! ^ ^ Sh ° Uld land right behind h ' m —'fyouVe got 

maleftnnr nTff a ent abead of V ou int0 the turn, and push forward on the! 
make your plane descend. Cut back on the throttle so as not to gain too mu(3 

ten fly a onger distance before cutting into your enemys tighter turn radius, ll 

°T f C a aS y ,? U K ar f d ° ing tNS ' mhg y0Ur plane strai 9 ht UP With a little pracJ 
should land right beh.nd your enemy and thus in a good filing position 

The thing is thereS no real difference between low and high yo-yos that can tJ 
explained. Both can be used in the same situation, often Jth frie exact ^3 

Sr n ahSo vn e ** Clim P' just in dlfferent ord " * «abe arguSS 
etter in a high yo-yo as your plane spends more time at lower speeds—but 

a matter of individual planeS characteristics. The truth is. turns are almost never oal 

JoTTan oDDonmfis'S" ° PP ° nent 5 C, ' mbing ' ptots tend to counter with 

yos. If an opponent is diving or is generally below, a low yo-yo is recommended? 

4.2 Attacks on Ground Targets 

Right that5 enough about dogfights. In IL -2 Sturmovik, attacks on ground tarqe‘1 

ta SkiZ^' and tPe ru,es for this V pe ^ombafare some^J 
erent. Attacking ground targets is all about trying to score a direct hit in ml 

a tempts as possible while remaining in one piece. As you can no doubt imaqim 
enemy won t exactly welcome your attacks with open arms, and being able to co 

er his defenses is of prime importance. g 0 °1 


M :r Aj-titudes 


eqhts 
Your 
1 1 e 
ne. but 
ance in 
r speed 
g when 
Large 



u. Ljaiy'- w f 

cmier to direct the bombs and release them, but in an IL-z, lor 
iaKe on these duties yourself. J 

a target, fly toward it at high altitude. As you're making your 
/ou may wish to switch to an external view using the F2 or F7 
.: j will have to release the bombs long before you fly over the 
Being! ^ 


'acy of bombing missions, dive-bombing tactics were developed 
m The idea behind this strategy is to plunge down on to the tar- 
~ line so that there is almost no horizontal distance between the 
• hen the bomb is released. This release technique was developed 
-d adopted by the German Luftwaffe. It ultimately led to the devel- 
aircraft such as the Junkers Ju-87 and Ju-88, which were special- 
; type of bombing. 

















Deflection Shooting 

mTYTkT Sh °°K ata mDving target - y° u wiJI Probably notice the n 
that you approach a truck, which is traveling in front of you, from ce+ 

to the side. You've got him - 
ter of your sights and pre:; | 
you still don't hit the targe:, 
this is simple-even though ^ 
extremely quick, they still race 
tance to travel before they am* 
tination. They will actually hit i 
you have lined up for them, d. 
they make impact the truck v.* f , 
a little further itself— to cut a 
you missed! You may actually 
the target—if you have aimed an 
ly slow specimen of the truck soL 
The bottom line is that you should always consider the distance which the j 
ly to cover before the bullets arrive and bear this i^mindwhen So aS 
sights not on the target itself, but on a point slightly in front of it The faster! 
moving, the further you have to aim in front of it. This isTnownasdSec^ 

thTS q ue V to 9r goCd d u?e eUnder ' y,n9 3 PraCt,CeSh0U,d hl 

4.3. Defensive Maneuvers 

Memoir ^ 919 y ° U kn ° W that the RuSSian Rata could out mar 

Joseph Jacobs, Commander of the Jasta 7 in Flanders in the Firs:. 
Quote from. Sims, Edward H.: Fighter Tactics And Strategy IS 
Now that you’ve read so much about all the lovely damaqe vou can dn it’s - 
we told you that you’re likely to find yourself in aS Tmany La i^i 

e Tad T TT C T the enemy h3S got his sighK ^ned onyouT^T notTTl 

mTf f ° fin S 0Ut how you can get V° urself out of the tightest of co 
maybe even turn things to your advantage! 


Quite apart from the fact 
that it's always better to 
M avoid getting into risky situa- 

i wrljj . | tions in the first place, any 

\ 4dL self-respecting pilot should 

If l be able to carry out this 
A maneuver in his or her 
if sleep. Fortunately it is really 
quite simple to perform, as 
a break is basically just a 
very tight turn. Use this 
maneuver if the enemy is 
: right behind you. 

.our plane through 90 degrees to whichever side you 
p-d you. You can also gently use the rudder and cut back 
:/en tighter. If your plane is particularly maneuverable, you 
is he will have to be at the controls of an even more nirn- 
: a good shooting position. But be prepared to carry out a 
e off your would-be assailant, as one simple break alone is 
, the most suicidal pilot would perform a series of breaks in 
Tg from one direction to the other may take a few seconds, 

. ill be flying almost straight and level - enough for the attack- 
advantage he may have lost during your first break turn. 



I Tm maneuver to help 
enemy who is fol- 
%rc n a tight spiral. 

; r e a hit against 
nave to follow 
rt otherwise he 
• aoov/e you. A bar- 
e you to tuck in 
:_/n the tables! 

. n chever side you 
j; eack on it slightly. 

?n flying a long, nar- 
u,lowing this route 
-.rent flies past you. Of 
?: we hope he'll do. 

:d stick on your tail 
- nk of another defen¬ 
ce help you get rid of 
med attention. 

..dder, in the same or opposite direction, during a barrel roll to make it 
•'predictable. 




















Destroying your Target 


This is the most difficult part cr srd 
the most qualified marksmen sad 
target while lying on a ground* 
rifle. Now imagine firing at a 
ing target hundreds of merer 
both you and the target are 
meters per hour. It's not impcm cc 
very hard. 

Many young pilots return from '*1 
sions with empty ammo storesj 
claim a kill. Only constant practice and utmost confidence can help you so 
combat kill. 


If you are going against enemy bombers, you must tradeoff sun 
good is coming in unnoticed when you gave the enemy time tc 
primary objective? 

If you are thinking of attacking enemy fighters, or other planes me¬ 
diate danger to friendly forces, you can take your time and posit;cm 


e nd that bullets lose power over 
Using the same example, a bullet 
-:ers can puncture light to medium 
out at 500 meters it may even 
r off human skin. 


Getting Out 

The success of this task largely depends on how 
well you fared in the previous three. 

If you missed some enemy targets in the first stage, 
you risk getting shot out of the sky by an unseen 
opponent. If you came in clumsily and ended up in 
the middle of enemy formation, you're as good as 
dead. And, well, if you missed your target when 
you fired at it — you have one more angry pilot to 
run away from. 


■Ml - : m mportant to a pilot than gunnery. 

3 -.es in the world are of no use if you can't get a kill 
matters in combat is being able to get in quickly, 
more quickly. 

your target, you're no good as a fighter pilot. 

*oc the enemy! 

- saw their victor! Whether you're by yourself or with 
r mop looking around! 

L ngmen! 

cion of enemy aircraft is always secondary to protecting 
se: is as important as the life of your fellow pilot! 


Target 

sments within this task; maneuvering for the kill and actu- 
~emy down. 

for the kill has been a subject of a great many books; we can- 
■n : in sufficient detail within this manual. However, the main 
: mple: you must bear your guns on your target long enough to 
f destruction. 

combat, anything goes and you should never hesitate to act 
rnaur -lunch however unconventional it may be. 

evented by the pilots in the heat of the dogfight. A fighter pilot 
-ng by the book becomes predictable, and therefore vulnerable. 

.: -g your brains, and always improvise! 


-. factors that work against you when you fire. First of all, your bul- 
- a perfect straight line. Your plane is shaking in the air, your guns 
stf Earth's gravity pulls the bullets toward the ground, and the thick 
n down. All of those things combine to create something called 
jersion." 


am from one machine gun at 
/ill fit into an area fifty times as 
e same bullet stream at 500 
s makes long-range fire extreme- 















Most targets you encounter will be armored. Some planes have ?' 
to reflect any bullets or shells you fire; your ammunition will harm - 
target without doing any damage. 

However, no airplane has the same thick armor all over. Eve- Ml 
armored airplane has some weak spots, where just a fev, - 
enough to bring it down. 


Gunnery Practice Suggestions 


Set up flights of friendly bombers in the 
Quick Mission Builder. The larger your tar¬ 
get, the better. The Pe-8 from the Soviet 
side is a great gunnery target, and the He 
III or Ju 52 make great German targets. 

Slow the game down with the [ key when 
you're getting ready to fire. This is very 
helpful in learning to aim and maneuver. 

After you find yourself hitting your targets easily in the exercise abcv j| 
same large targets as Hostile. Try shooting them down as they taw 
actions and fire back at you. 

Only after you're sure to destroy an enemy bomber; should you try to 
fighters. It takes a great deal of skill, patience and determination to si 
an enemy fighter. 

Review the track of your flight afterwards. Analyze your performance, f'vQ 
and correct them in your next mission. 


Know your Enemy's Weak Spots 

Learn about the capabilities of all enemy planes; blind spots, defensive fire arcs 
formance relative to your aircraft. Only by wisely positioning yourself tol 
strengths against enemyS weaknesses can you be most effective in combat. 


When You Think You re Too Close—Get Even Closer! 



Bullet dispersion and power loss mean that long-range shots are ineffective! 
you re very lucky. Press the trigger only when sure to hit your target with even. :| 
the burst! Since that is only possible from point-blank range, open fire when yc 
fills your whole windscreen. 


Practice! 

If only these principles could guarantee you a kill every time you press the J 
Unfortunately, it isn't so. Prepare to miss often. 

Qnly by dedication and taking a steady, structured approach to training car 
become a true ace. 


;over all aspects of aerial combat in a book, howev- 
smpt to do that; rather, well show some common sit- 
: fundamental principles of fighter vs. fighter combat. 

scenarios here. Multiple aircraft engagements are 
us in them is directly based on your ability to win one- 

ncem to a pilot is his airspeed. If you're slow, you can't 
- mpe enemy attacks. The worst position for a fighter is 
; : g at tree-top level. When you're there, your only hope is 

..-gement, climb! Gaining altituded whenever possible 

nstinct. Stay above your opponent and you will 

nmon scenario; both you and the enemy notice each other 
::ranee, and are going straight for each other's throats. 

eng this stage is key to your future success or failure. No 
?n:eeyou a kill in a pure head-on pass, and we would not rec¬ 
to .^jr luck. Committing to a head-on attack is like tossing a coin 
nre who gets shot down. 

se / increase your odds even before the initial pass is completed, 
mating the importance of separation between your flight paths. 

-s approach head-on and both choose to turn left. It will be at 
-e the pilot can possibly get his guns on the target, 
se fighters pass each other at exactly one turn circle diameter. This 
?:n other's tails very rapidly. 





















We therefore recommend the following approach path: fly strain 
When you re about three or four firing ranges away, quickly •- 
almost in range, and then turn back on a path parallel to your e- 
Wght path separation does not only need to be horizontal' it can - 
or both. 

I ^ lead turn will increase your c^a 
Unlike in the first diagram above, a 
turning before you pass your op com 
correctly this can get you on your oqpa 
little as half a turn circle 

After the first pass, everything's up ■ 
opponents skill! Know your planes : 
respect your adversary. If your plane _ 

... , . the enemys, follow him in a turn arc -3 

with him as soon as you can. Anything goes: chop your throttle drop oil 
your gear! 

If your plane is faster than the enemy! climb away from him to where -- 
you, and then dive down with your guns blazing! 

Speed is life. 

There is no more important principle in combat than this one. 

^ Your first burst should be your only burst. 

"Spray and pray" will only amuse your opponent. Make every shot c: 

& Always Watch Out! 

Where there's one enemy there's always more nearby! When you're » 
that perfect pass, look behind you and check for your targets win gmar| 

What to Do in the Case of Damage 

TC a y'- aircra ft guns fired at us fiercely from all directions, and suddenly I fed 
craft hit. My left foot slipped down into an empty space below me, the botic 
cockpit had been shot away. I felt something hot streaming down my left arm a 
I was wounded. Blinded by the searchlights, I could discern nothing in the < 
could feel moisture spraying inside the cockpit; the fuel lank had been hit. I a 
pletely disorientated; the sky and earth were indistinguishable to my vision. But ; 
distance I could see the sparkle of our regimental runway fioodliqht and it 
restore my orientation. An air wave lifted us, and I managed to glide back over: 
to the neutral zone, where I landed the aircraft in darkness." 

Nina Raspopova, 46th guards bomber 
in: Noggle, Anne (! 994): A Dance With Death. Texas A&M Drivers : 


: ; --—you will be hit by enemy fire. Your plane will be 
or canons (unless, of course, you ve activated the 
■ settings menu). You will notice that maybe the steer- 
':nat the engine sounds strange or maybe you'll even 
- ating in front of you. There is quite a high probability 
moment, your engine could stop, burst into flames or 
J so? Well, that depends... 

I: -c s to get a clear idea of how serious the damage actual- 
• - -: awful deed. It goes without saying that this analysis has 

* . - enemy fighter may be right behind you and moving itself 
: g . ese, then you have, unfortunately, already made the serious 
c rem an! Try to escape your pursuer with defensive maneuvers 
-- allows. Perhaps you can swerve your way out of danger 
roc ardent down. 

- you should make certain that you pay close attention to your 
;• '-o the displays for oil pressure, engine temperature and 
hr e:e displays tell you? Is the engine temperature rising? If so, the 
i -re qhost at any moment. Hopefully you are still flying at an ade 
the throttle to take the pressure off the engine a little and 
nrder to maintain speed. It won't do any harm to keep an eye 
rtace to make an emergency landing or to make preparations for bail- 
1 stops in trying to get back to base. Good luck! 

tv. oe controlled with difficulty, this suggests a hit in the hydraulics 
■ 'he wires of the steering mechanisms have been damaged. I he 
selves may also be damaged. Try setting course for your home air¬ 
ier about combat for the time being, but you might just make it back 
yii iy, because if you end up stalling you may not be in a position to 

ur . th a parachute on two occasions, once during training and I 
emergency landings, but not once was I hit by an enemy fighter 

Erich Hartmann 

Quote from: Sims. Edward H.: Fighter Tactics And Strategy 1914-1970. 















I f you have managed to make it back in a plane which has take" ; 
ing, you must make sure that your landing gear is still work-: 
attempt to land. Pay attention to the monitoring lights and switch 
via F2 if necessary If the landing gear cannot be'lowered autom 
able to do this manually. Make sure that you are familiar with the a: 
chapter 6). The landing flaps may also be damaged. If this is the c- 
down at higher speed—be careful! 

V. BEFORE YOU START 

Here you will find a brief list of options in the main menu. The most imp: 


Pilot Roster 


Single Mission 


Pilot Career 


Multiplay 

Quick Mission Builder 
Full Mission Builder 


Training 
Play Track 


View Objects 

Controls 


Here you can create for choose) your pile: 
different modes of the game. 

This is single mission" mode for a mission 
imply career growth. 

Campaign mode. In this mode your hero act: 
task after another, keeps his battle staasoo 
changes over to new equipment, and receves 
awards. In a word—he fights. 

Multiplay mode 

"Quick" generator of random missions. We she 
er look at the way it operates below. 

Mission editor. It creates missions as well, just he J 
generator, but here the user controls the entre y 
creation. It is a more complicated instrument, z 
more powerful one. Please see special section el 
how to use it. 

Missions for beginners. 

"IL-2" enables you to create tracks. In other word 
thing that you accomplished while fulfilling your 
recorded. This menu option correspondingly p&d 
these tracks. 

Here you can take a close look at all 3D objects moo? 
the game and find detailed information on the fight- 
ities of military equipment. 

Here you can reassign control buttons and create yc^ 
configuration. 


- you can adjust the settings pertaining to your hard- 
e. This option is also used for choosing the optimal solu- 

while determining the rate of program operation and 
:e:ail of the reproduced 3D image. 

- c udes various realism-related settings. It should be pointed 
jt that the level of complete realism in this flight sim can 
scome a problem for beginners. Even the fans are divided 

the item—what some of them think quite appropriate is 
seemed downright unfair and unrealistic by the others. 

Quitting the game; sometimes it is necessary 
Mgsasagggfijjl 



:ns der each menu item in more detail. 

VI. PILOT ROSTER 

■eously store information on several virtual pilots. The process starts by 
-^e button which results in a new entry in the list of personal files. All 
: enter a full name and call-sign by clicking in the corresponding fields, 
ompleted when you have chosen one pilot out of all those recorded. To 
- the corresponding entry and press the "Select" button. After that, you 
as to the main menu where the pilot chosen has already appeared in a 
In doing this, all individual control settings are preserved. 



























? -ead zone where any small movements of the stick will 
3 ng zero. This feature can be helpful if you are play- 
- first time or have the old type of joystick. If you are an 
s' we strongly recommend that you set Dead Band in the 
to the left position. 

-- 3 digitized filter if your joystick has problems with inade- 

: .sack axes and change their profiles by fine-tuning in the 
;: jst the stick reaction curve. Some joysticks need fine-tun- 
-ectly with our default settings. You can select the axis for 
mme e~ :ombo-box. 

:ne Force Feedback feature, set the Force Feedback switch to 

; ra w initial settings were more appropriate before your changes, 

: ^"on. All the settings will subsequently be set back to default. 

;..: this menu. In this case any changes made will be applied 

VIII. VIEW OBJECTS 

;-2 rbiects in the game. When you choose this menu, you immedi- 
one where all the objects are divided into classes. 

All aircraft. 

Not tanks alone, but those with self-propelled artillery 
mountings or SAU included. 

Ships, cutters and submarines placed above the water. 
Artillery Towed vehicles and artillery. The list includes mobile rocket 
launchers—our "Katushas." 


VII. CONTROLS 

Key control panels available in a 
seperate document. 

As was already mentioned, this is 
a reassignment of the controls. 

Having chosen the Controls" 
item, you access a long menu 
that can be scrolled through 
using the slider on the right. The 
left of the menu is taken up by a 
list of actions you perform fe.g. 

"release the chassis"); the button 
initiating the action is indicated 
on the right (in this case it is "G"). 

If for some reason you find that 
you are not satisfied with the 
default settings, you should click on the field where the button is indicate: 
subsequently be surrounded by a gray frame and you will only have to c r es 
(or alternatively a mouse/joystick button), which you want to see in this: 

You might decide that the previous settings were better. We have de.-i 
"reset to default" button for this purpose, which immediately returns the 
to the "by default" status. 

To adjust HOTAS controls, perform the actions described above with or 
ence. after you have clicked on the axis you want to assign for your HOTAS 
device meant for it slightly in the corresponding direction. 

If you want to quit the menu, press the "Apply " button. All changes mad- i 
vated immediately. 


Additional in-game Joystick Settings. 

Find and press the Hardware setup button in the game's Main Menu. You 
the hardware setup menu. Press the Input button. Here you can set up th- - 
features for your joystick: ' ■ 





















XII. PILOT CAREER 


(Campaign ~: ne 


Before you embark on your pilot career, here is a history, mm 
of the mam great battles modeled in the game. 

On [8 December 1940, Hitler ordered that preparations be me- J 

amnfnT Barbaross A a / 3S the baffl e for "lebensraum" (living space 
came to be known. After the lightning victory f'Blitzkrieq"| over Frar -e *, 
mouseuphm in Germany over the "greatest warlord of all time ' T 
as now in control of the continent from the North Pole to the Sew - 
was not to be halted, and in the future he was to become more tor C 
the operational leadership of the "Wehrmacht" (German armed force^ 

Russia was planned as a war of annihilation from the very beginning Ac Hi 

The I™" W ' the Chief ° f Staff of the Wehrmacht High Comma 
The coming campaign is more than merely a battle of arms; it will be-, 
between two different philosophies." 

Hitler also stated that the war was to 
be waged with uncompromising 
severity—according to one order, 

Soviet volunteers were to be liquidate. 
e d "mercilessly," regardless of 
whether they were in combat or. try¬ 
ing to run away. 

On June 22, 1941, the German 
armed forces entered the Soviet 
Union, thus breaking the German- 
Soviet non aggression pact which 
Hitler and Stalin had signed on 

August 23, 1939. National Socialist _ . 

propaganda declared that the Russian campaign was "in defense of Enron 
Bolshevism and hoped for another lightning victory-Hitler planned to conc^J 
ts entirety in only eight weeks. The army was divided into three qrouos—orr^ 

wsT. W T h W0U,d then in turn J° in for «s wWthe s 9 ^ondT^ 

thlrd 9r ° Up Was t0 march toward Kiev in ord er tcfga 
of the oil fields in the south. Many historians consider Hitlers insistence ontota 
forces into three relatively weak army groups a first step to GermanyS ultimate J 

The German Luftwaffe had a decisive part to play in this plan destrovina mm 

SVen gol: off the Qround. Nevertheless, the initials Jtcessel 
Luftwaffe could not hide the fact that it was not equipped for a lom-runnir^ 
Over-hasty mass production of machines that had hardly been tested and the- 

SSf Wn ^ mCant that ^ing a ^re not * 




... rh over three million soldiers, including 75 percent of 
of the Luftwaffe. The invading forces counted no less 
- number, including 19 of the total 21 tank divisions. 
j vehicles, 3,580 tanks, 7,184 guns and 1,830 aircraft 
n. The Soviet forces were represented at the European 

soldiers 

7 ~e German assault and had played down all the obvious 
e: an attack was likely, treating them as "mere provocation, 
-ascist "monstrous cannibal" had attacked caught him 
•' ot a surprise for many Soviet commanders, including some 
-and. An order was issued just a few hours before the inva- 
mmanders about imminent "provocation attempts." The mes- 
c to: : ents in time. 

-_ne Germans soon captured Smolensk and Kiev, attacked 
- ion prisoners of war, the Soviet Union as a whole refused 
Dans and capitulate by the time winter arrived. The non aggres- 
: viet Union and Japan enabled Stalin to call on reinforcements 
that, but the Soviets succeeded in evacuating over 1,500 pro¬ 
found 10 million civilians to the east. Hitler had not expected an 
at all Moreover; the German troops, ill-equipped for the harsn- 
Te Eastern Front and stretched to their limits, were finding it more 
; organize supplies. Hitler had completely underestimated the 
■night of the Soviet forces, their strength in numbers and the poten- 
■pr^meots 

ce of his army's High Command to pool the German forces and 
. .wto Moscow, instead he ordered the capture of Leningrad and the 
: Ukraine. The first German troops did not reach the outskirts of 
r:oer 2, 1941, and Hitler instructed them to hold position. His Chief of 
-r von Brauchitsch advised the withdrawal of troops to more favorable 
m Hitler again remained firm, showing no hesitation in taking overall 
. himself. The notion of a speedy victory was thus dispelled. 

3ermans succeeded in capturing parts of the Soviet supply areas, but 
to a decision in the Caucasus or in Stalingrad during the offensive 
r summer of 1942. The German sixth army was surrounded on 
' 942, at Stalingrad and surrendered on January 31,1943. Between 
343 the German Wehrmacht lost almost a million soldiers. Stalin 
Enurchill held a summit in Yalta to discuss their post-war policies and 
- mievinq a 'just and lasting peace." The Red Army captured Berlin and 
red suicide. On May 8 , 1945, Germany capitulated, thus putting an end 
- Europe. 
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1941: Smolensk 

The First German Victories -The Battles of Smolensk anc 

The Russians didn't show the same amount of initiative as the r -a 
the Western Front. But the elite units of the Red Guard really . V- 
Their aircraft were painted in red right up to the cockpit and re- 
real taste for battles on the turn. Our Me 109s were better at hie- a 
cially at the beginning of the campaign. We could maybe shoot's: ■ 
in one day, but by the next day there were just as many there a car 

Quote from: Sims, Edward H., Fighter Tactics And SraoJ 

1 : \ .V" The first ma J or ericim -~i 

Iff forces took place 
P Bialystok-Minsk. Hitler arg 
that the ring with ^ 
troops had been surrou^oa 
| too large and therefore m an 
: : the tank groups earlier tihfl 
\ At this stage, members cfl 
|| staff were still able to get 
I Their tactics proved to be: j 
I once Minsk had been ca 
f June, 26 1941, the Wehrmi 
^ Command were able to res. 

. lowing successes: 400 OOCorm 

war and 600 guns had been captured, 2,233 tanks and 4,107 planes t 

T Str S / S d ' a ” at 3 COSt of only 150 German aircraft losses. The sheer numbers a 
s iould have provided clear indication of the enormous military strength in 3 
Union as a whole, but Colonel General Franz Haider was already predicti-a 
campaign would be won in two weeks' time. 

After the first major battle of encirclement at Bialystok and Minsk, the central an 
advanced from the north toward Smolensk, "the gateway to Russia," and the 
anzer Group made its way from the south in an attempt to encircle the Sowai 
at the citys western front in a pincer movement. The troops then planned tc ; 
toward Moscow in a concentric tank wedge. Meanwhile, the Soviet Hiqh Comrl 
the Smolensk area was pulling 42 divisions together to prevent the German tre :I 
getting any further toward Moscow, which was around 400 kilometers a ■ 
defensive maneuver ended in failure as the mobile German troops succeeded - 
ing the Red ArmyS defensive strongholds of the Dmepr crossings Mogilev an - 
July^TT^T M ° SC0W After heavy street tattles, the city fell into German ha- 



Hlt'i 


■~er sun and the huge dust clouds which hampered their 
and 3rd Panzer Groups and the infantry divisions of the 
--20 15 Soviet divisions of the Second Army by July 2 . 
Cna the Red Army lost around 3,000 tanks and over 
C became prisoners of war after the battle came to an end 

- - >ns!; the German military leadership found itself in a severe 
: o Commander-in-Chief of the Army, and Chief of the Army 

—sed'for a swift advance by the central army group toward 

- T hand, favored conquering the Ukraine first, pointing to the 
material deposits were of immense strategic imjXiraiTce or 
>nd ordered units of the Second Army to proceed to the south 

- central army group first succeeded in capturing Gomel and 

- a cohesive front at the Dniepr with the southern army group, 
xjthern group captured the bridgehead at Krementdiua^ 

- to advance northwards to Kiev, 250 kilometers away. 

- armies of the Soviet southern front in a pincer movement. At the 
‘ Army under the command of I Hid Marshal Walter von Reichenau 

m the west. The ring was closed and Kiev was brought under Gerrna 
-^ber 8 the fighter squadron 51(JG 51) commanded by Werner 

air victory number 2000. The battle of e ^ circl ^ e ™o 0 tl ^^ 

: - intil September 26 and led to the surrender of 665,000 Soviet sol 
* also seized over 880 tanks and 3,700 guns. The morale in the army 

- .’v'ehrmacht's High Command had every hope that they would b 
-to the Caucasus before the onset of winter. 

• Moscow 

_j Typhoon ": The March to Moscow 

i—bat mission is not a trip under the moon. Every attack, every bomb- 
ance with death. Serafima Amsova-Taranenko 

in: Noggle, Ann 11994): A Dance with Death. Texas A&M Universe Press 

94 , • The mild Autumn weather was still kind to the German ttoops— 
■ ohoon" could begin On the evening of October 3 the tanks of Genera 
Gudehansurprisingly took control of Orel at the Oka River, thus cuttingicff 
■ectiOT between Moscow and Kharkov. At the same time, tine Sixth Army 
• larshal Walter von Reichenau was marching on Klaarkov n J 
-. German troops trapped Moscow's defenders in their pincer atta y 

?z;e of encirclement was underway. 
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With the super- ffl 
the units of the -r — 
through the e'eer 
between Tver ana 
concrete bunker gM 
minefields and ssxrM 
batteries—-not tc 
Siberian troops 
German troops a :d < 
breaking through 
Mozhaisk and Volok o&d 
nver Nara to the easel 
destroying enemy rcxjfcef. 
teries en route. 

camp ba?k°Th aS f f aS the German troops were concerned—ur: -rei 

pf mt', JTh ! h T 6 S ' gnS ° f the bitter,y cold Russian winter were fc 
er natural obstacle in the shape of mud. The German advance soon ran - 

not only due to the absence of warm winter clothing, but also beca se rei 

afsvs em'r°ba plunging the ^paign into a transS^I 

T 'S f an addlDonal burden-the Germans first had to ad*3 
e tracks to German standards—Russian tracks were too narrow for Ge~i 

four^emnfanb GermanS '! 10w with help from the fourth Romanian A*J 

late the ha^ P f and t00k 1 ° a00 ° Red soldiers prisoner 

u®h batt,e ° f encirclement at Vyasma-Bryansk came to an end The 

ar^ien aT TOnd WaS able t0 dec,are the fo,tow ' d 9 as either destroyed om J 
ry divisions, six cavalry, seven tank divisions and six tank briqadesi To --■< 
Germans captured Stalino in the Donez basin, (aking the number of So^ 
destroyed up to 300. Nevertheless, the Russians kept on coming back w2 

Germ7nsbTthe a "sSn^ Perb — ^ a ° d the rocket 'amcher 
ermansasthe Stalins organ were being used more and more frequently 

ober 39 1941. The attempt to capture Tula, approximately 80 km > J 

Moscow, ended in failure. The German tanks came under hSL fr^V 

rhpbiff and k 3I< 9UnS around four k'iometers away from the city boundary, (a 

4th pbzebrm 6 ° ther b eC0 ° n alS ° fai,ed ’ which was no w °nder given^tfSl 

S™fnskXl2Zr g e ^ V StUCk ' n the mUd at the M0SC0W 

a ™ Mr ° r me "■ me ™ aKs Bu “ 
tSaSws^dvtS^rh Smd Siber ' an 3nd Cossack dlvisions ,nt0 b awe. . 

of tr °° PS WSre m ° re than prepared for the bar:- 

defense pS n0W Set f ° r the final battle for the second Mo 


- vs to start off by capturing Klin, then turn to the south- 
-e north and then cut through the connection between 

-dually moving forward. Meanwhile, the members of the 
- mmit in Berlin on November 25. The German Reich Italy, 

: a extended their pact for an additional five years; Bulgaria, 

; Romania Slovakia and China also joined the pact, giving 
r Ribbentrop the confidence to declare the "Bolshevist colos- 
■: 4: this stage, the German troops were still about 30 kilome- 
[e Buss 2° capital. 

-v launched its first major counter-offensive at RostovJ he 
W the town and General Field Marshal Gerd von Rundstedt 
U allowed to retreat, but Hitler had no intention of agreeing o 
./on RundstedtS departure, and Hitler replaced him with Field 
- Reichenau. 

S 38 deqrees Celsius and with onlyetheir summer uniforms to 
loops' morale was sinking by the day Many troops froze to 
Glared their own horses in order to stay alive. Fuel was becom- 
T.vere getting stuck as a matter of course. Not only that, but many 
^JiBfo^ctioning due to the lack of anti-freeze. 

tcember many units had switched froma « ac . k n “r noS 
^ retreat to winter positions—positions which, in fact did not exist. 

■ ^e for any signs of weakness or surrender. Instead of sending wm- 
-p front he sent his soldiers ammunition. By this stage Hitler ha 
smmand of the army himself, trying to combine ru = thest^nd 
- refusing to take any advice. Hitler was more committed than ever 
- -o-e of the phenomenal drain on his men and their resources and in 
JKia the failure of the Blitzkrieg strategy. 

- clothing was being donated and collected for the troops in the east 

- - ■-[Sis meant that it was impossible to get these supplies to where they 
-s-2 production was increased from 125 to 600 units a month, but this 
n was at the expense of the air armaments program. - e 
i had also been dragged into the crisis put a seal on this disas- 

C - r ?lairs for the German forces. 

--nvance finally came to a standstill 30 kilometers outside Moscow. Chaotic 
-rqhq C strategic concepts and inadequate preparation were now eking 

>r nothing" was now HitlerK war cry. with ^ ch ^ ne xt step 
y er the failure of his overall war plan in the Autumn of 1940. The next step 

-Stalingrad or bust. 




















1 942: Stalingrad 




Bitter hand-to-hand fighting in a city under siege 

If there was one thing that the two - 
arch enemies agreed upon, it was that 
the winners of the battle of Stalingrad 
would also emerge victorious in the 
battle for Russia. The battle of encir¬ 
clement at Stalingrad, logistically the 
most important center in the Caucasus 
and, with its tank factories, the indus¬ 
trial heart of Russia, was a human and 
material battle the like of which had 
never been seen before. The trench 
and positional warfare that marked the 
battle of Stalingrad led Russian propa¬ 
ganda of the time to speak of the con¬ 
flict as a "Russian Verdun." 

The Sixth Army, Hitlers elite troops under the leadership of General 

hlT?h W h S event ^ al,y P rom °ted to Field Marshal later) were the main c 

4 ?h Pp b ' 9 f est battle of tfle Eastern campaign. They were supported b 1 
4th Panzer Army who had arrived from the south. PP b y - 

Sim SsSorad Se° f "I™ 0 troops broke throu 9 h * * * ^ 

- igrad. Nine days later, Paulus ordered the attack On Ai mi - 73 

and burden was compounded by worries over-reinforej 

smmms-' 

ss 




J, _- pr had great difficulty in keeping, as not only did the 
-sufficient number of planes, the aircraft which they did 
- - strength of Russian anti-aircraft defenses. Air fleet 4 did 
----port planes from Tunis and Sicily were called up and 
nrer conditions as quickly as possible. By December, about 

--mil bombers with empty bomb compartments had been 

, .anuarv 1943, the number had grown to 467 aircraft in all. 
: ons of supply per day, every day. The Luftwaffe at this stage 
■ seeing 350 tons, and only for a short period of time—even 
: scounting any Soviet opposition. 

-ing their grip on the city and the German troops were fast 
ammunition. At temperatures of up to 40 degrees below zero, 

- - best they could. In the words of one officer: At the end we 
■ e did not even have the strength to stand at our machine 

- and pieces of string to the trigger and hung on to them with 
- we had to shoot. In any case, we only fired if we really had to, 

i of c owing our cover." 

"--'man LVII Panzer Corps set off toward Stalingrad to liberate their 
j■ But "Operation Winter Storm" was a failure and the tank units gave 
- saving the Sixth Army under siege and without reinforcement The 
ming more and more hopeless, and the Germ3n «°°P sf p ere ° 

• •; ed in battle. The troops in the Kette were not made aware of foe re 
t figure. Besieged Germans kept listening for distant engine sounds hop 
(4 r.e liberating SS Panzers for many months to come. 

=*jus radioed the Fuhrer's headquarters with the following message: 

.. tftout ammunition or food. Signs of disintegration on the *oufo- 
and western fronts. 18,000 wounded without the most basic 
^medicTne Front broken up in many places due to major set 
. -- er defense pointless. Army requests permission to surrender in 

_ e ij ves - a little later the Gumrak airfield also fell into Russian hands an 

“upjies On Januaor 31. Paulus and his officers surrendered to the 

mber 24 1942, and Januaiy 31,1943, 488 aircraft along with 1,000 
• n supplying Stalingrad alone. This amounted to five squadrons more 
- wina corps 9 Of the 300.000 German soldiers who had set off to capture 
-5 V 000 died. 45,000 troops, some wounded, some essential speaaisB, 
:ut in time. 90,000 more were taken prisoner by the Russians. Yea 
; of these returned home. 















1943 : Kursk 

Operation Citadel"—the tank battles at Kursk 

Icame up against the IL-2 at the Eastern Front. We got a messac e 

slow morinn e || n 7 th ? area r ° Ur squadron leader led the way. ari 
slow-moving IL-2s. I was flying a Bf-109 G. My squadron leader - 

Wlth the words "I hope your teeth are still in qooc ~ 
what he meant by that exactly-welf I soon found ou because'' 
cannon ammo. All the IL-2 planes were destroyed, a total of 

(intervjeA M 
On April 15, 1942 rH 
order for "Operation 2*3 
cer attack on the Kjras 
referred to as the Kuo sa 
was to become the boo . 
of the Second World War * 

1 front in the Kursk area i 
advanced 100 kilometer s 
was to be encircled by 
southern army groups anl 
Army troops there destroyed 

panneo,« « aaay gropps then 

Pie Soviet High Command had gotten wind of HideiS nfans and had de— 
as March to fend off the German attack and then to go m the oSive W 

runSq o'a tofaM2nth et f UP f 3 ^t r °ngly consolidated and mined lines c 
™ g 7 ° a , toral de P th of no less than 300 kilometers. In the main defense - 
434,667 tank mines and 7.000 kilometers of wire obstacles were laid 

Sops°°rhe 0 | S 00 mrJ heGermanWehrmachtwerefa «dwith l,337.000«j 
P ■ e 10,000 German guns were up aqainst 19 300 on rh p nrhp- u 

Sd^sfer as d ffnhf°e° ^ Submachine 9 uns at their'disposal, the Russit' 

2 650 to ? nnn 9 Th m 30 ® Were concerned ' the Germans were again outn 

KSJSfJS; ' 

U eful for anti-tank combat—hence their nickname "flying can openers" Y ’' 

IS Mo 7 aumnn 5 S R 5 '?r n T W farstron ^ even disregarding the 5‘ 
inaHHiU 2 9tJ nsand 1-551 tanks and self-propelled weapons at the SteDoe -i 

a ^ 9roups ™“ M °"« e °f««on.wh,chwa ! fodg? t d„,2 


- started off by attacking the hinterland and then focused 
oath for their tanks. The Germans were to have control of 
- =rter of days, as soon they were complaining of fuel shor 
no a heavily fortified key position at Oboyan in the south, 

^ cl of Ponyri and Teploye ended in failure. The Red Army 
, ceding to fierce tank battles in the rolling steppes of the south 
-- of German tanks was decreasing by the day, and General 
- : early as July 9 he spoke of a war of attrition, saying that the 
Aks was of little reafuse. To top it all, the Red Army drew on 
: 0 f the Soviets' partial attacks in the Orel bulge reached ModeH 
the Soviets went on to the offensive and plunged the second 
T crisis. Model had to put a stop to his attacks in order to bolster 
Orel bulge and to prevent the worst from happening. 

■ -hole operation-the Wehrmacht was only able to form attack 
: ns of the front and in brief bursts, whilst at the sa 2! iv t n ev 
--ade life difficult for the German troops was not only that they 
: - the Soviets but the means at their disposal were inadequate and 
4' unknown terrain with poor roads. Under these circumstances it 
ftsrf mat morale was slipping by the day. 

ed nevertheless. The tank battle at Prochorovka on July 12, 1943 
:v7ne ml significant of the Kursk battles. 850 ^aan and 500 
auite unexpectedly for both sides, on the narrowest of battlefields, 
counteroffensive began at Belgorod and Kharkov, the doubte; baffle 
' JS to win back the Donetz basin began on July 1 / . On August 
'' : d bv the Germans. Three days later Belgorod, the second prong 

Onsite wl lost As the battles mounted up. the might of the Red 
,. - at the same time the German tanks and weapons grew weaker and 
SIS SJn She Beginning ot Sep,emBe,-.he Soviet troops had 

"Chous. 

o e battle in the Kursk bulge is often seen as one huge tank conflict but 
I case The conflict should, instead, be seen as a series of indivKjual bat- 
ons opinions also differ strongly over the length of the battle. - 
1 2 50 days The Germans on the other hand talk of no more than nine. 

- onosseS bSth sideTare also a matter of debate. The Russians lay claim 
proved 4,605 German armored vehicles and to having capture , 
mure of 'Tigers" destroyed in the Kursk bulge (146) greaty e _ 

rese tanks actually deployed by the Germans.,^ rr ^ a ^reliable fig- 
•" it k extremelv difficult, if not impossible to track down renaoit ny 

- Red Army far exceeded those of the Germans. 


* 













1944: The Crimea 

From the W.r In ,h. Crime, to the Bed flrmyi M.reh 

The Ukraine hac x|p 
1 7th Army, which 

:* , . t y . ly cutoff since No . rmtiB 

supplied via the. 
defending the isoiacedH 
Crimea. Hitler was VoB 
the two army H g 
General Field MwmJ 
Manstein and Gere' 

Ewald von Kleist, v. - ; 
dismissed to the "secor3| 

— German military leader 1 

The 4th Ukrainian Front commenced its dual offensive in April 1 944 ■ 

X TTr n ? u ®r ° n lets J 

^ H k Adm,ra ' Br,nkmann and "Sea Commander Crimea" Rear >3 

SST" ^ t0 °** and «es 

This was followed by a break in fighting. On June 22 1944 the skies >• — fl 
mighty cacophony: hundreds of bombers and fighterplan!/^ereT-J 
idoTT positlons - and thousands of "Staling Organs" filled the air ,-fi 

ir inm T ed Arm ^ breakthr ough at Vitebsk split apart the 3rd Army From a 
it into two parts, making all attempts at escape futile. y 

The Russian tank units continued with their advance and the qatewav or a 
wkde open as vast gaps in the Front appeared. Once the Front had been ^ 

on to U hiOnsfsf VanCe Ca ?T Up against ve V liWe opposition. Nevertheless Hd 
his insistence on defending German lines even thouah he had aire-- » 

h,s overview of what was happen,ng. Yet even he soon^SeS thafhe SJ 

,n 3 P0S,t,0n t0 lead - bu t instead merely to patch things upSe edges ^ 

' 94 T Sa °°° German P™ of war were J 
of occupation " Moscow as evidence of the victory over the 'fascist GermaM 

SSdfemf!^ et tr ° 0pS h3d 3dvanced as as the Vistula. Despite th - 
o Mn the soc*d Septembek cal/rng on all men between ; - 2 j 
cnnr<S n on t d Vo,kssturn T or German Territorial Army-They were dive- * 
operating bazookas as German cities were fortified Every man avp ~~ j 

-Tan 


r^rlin 

When Soviet and American soldiers 
shook hands at Torgau on the river 
Elbe on April 25, 1945, the symbolic 
effect was clear—it was only a matter 

_ of time until the end of the war in 

BSHHflB Europe. The Red Army had already 
made it as far as the center of Berlin, 
and Adolf Hitler committed suicide on 
April 30 . He had nominated Grand 
Admiral Karl Dbnitz as his successor, 
who planned to offer a partial surren¬ 
der to the western forces. Dbnitz 
hoped that the Germans would then 
be able to continue the battle against 
e western powers allied themselves with the Germans against the 
;oe was in vain. At midnight Qn May 8, 1945, a ceasefire was 
- zaoitulated unconditionally to the allied forces. The German Reici 
=mble nightmare of world domination had been brought to an end 
-e most appalling human rights abuses perpetrated by the National 
"oiling an end to the terror had, however, involved an enormous cost 
■fc- y ~re world. 

II =>ORTANT NOTICE ABOUT THE GAME: 

.jaim to have given absolutely accurate coverage of the history 

Ntar career or any subdivision in all the battles of the war. However 
tone our best to keep our scenarios in line with the events that 
: - real life. 
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Arming your plane 


Or planes, t< 
most cases, . 


Convergence. 

in g, gun and macTl 
are not directed oaral 
of shooting airc.mc 3* i 
vergence can be rr 
everything deper:: 
ences. It should be co- 

no matter whom you command, this operation can only be performed e 

Rocket delay. All rockets (except armor-piercing) have two fuses—a t 
time fuse. Here you can set the time when the fuse will snap into action- p 
can be of up to ten seconds. 

Bombs delay. Sometimes you have to bomb at very low altitude. In th ; 
the danger of being hit by the blast of your own bombs. To prevent this 
their fuses in such a way that they will explode with a small delay; mea"' / 
have just enough time to leave the zone of destruction. The delay is set v 
its of 0 (instantaneous explosion) to 10 seconds. 

Fuel Quantity. If the flight is going to be short, but you want to load uc a 
you can save on fuel. It goes without saying that too much economy of ths 
lead to sad consequences. 

Further on, in case you are or have become a commanding officer w fi 
through the Campaign, you can change your Flight loadout (the name of th 
or a group of aircraft is emphasized with red) or the whole Squadron. It is ea.* — 
out whether you can or cannot do it at the moment—just click on the Weapa 
dow in each of the aircraft nrm me ip^rh Fiinhr ^ mrmcnnnwino 


— 1 \J\ I Li IVw Wet .. . 

dow in each of the aircraft groups (each Flight has a corresponding windc.vB 
are offered to choose something else, you are free to do so. However, we offer c 
armament and loadout for this mission by default. 


You will find the list of weapons with a brief description of the features in th 
GLOSSARY section 


lOMMANDS TO GIVE ORDERS TO 
'5 COMMS) 

Pilot Career and Quick Mission Builder, you can and 
:: Tunity to command from Wingman to Squadron. 

: c commands, you should train in the Quick Mission Builc- 
on variants with varying quantity of friendly aircraft (from 2 to 
; of enemy aircraft. Although not all opportunities of such ram- 
in she Quick Mission Builder, the skills you can acquire here will 
ou play Pilot Career. 

v Q?o trol settings button activates communication (comms) betwee 
principle is very simple.' After pressing the Tab button, the b 
. ending to buttons 1-0 on the keyboard appears on the screen. 

■equests have additional submenus. Where the list of orders or 
: to actual tasks. They too correspond to: buttons 1-0 on the key- 
t - =nd pressing them, you will get an equal reaction from Al-pilots. 

c (faction, this may be a result of an incorrect order or an incorrect time 
mple, if the friendly planes do not belong to your flight, group or 
=• |j never follow your order. Another example of an incorrect order is 
*ssue an order for bombers to attack fighters. They may try to do it, 
jvf-jj result for the bombers (you will usually get such a situation only in 
T Builder or if a user designs an incorrect mission). The third example of 
-Uer is if the player tries to give an order to rejoin, when some of the 
irrently very busy with the enemy. Their reaction to your order may cost 
iVodots_ 

- ng on the subject of orders for Al-pilots and their groups is necessary! 

■ re .-/ill bring you great success in Pilot Career. 

settings 

-md the following: if the switch is On, a red bulb lights up on 

Wind & Turbulence. Selecting 
the option somewhat complicates 
the conditions you will face while 
flying your plane. Side wind influ¬ 
ences the technique of taking off 
and landing, and turbulence pre¬ 
vents smooth flying. 


mand somee- 
ingly determin 
subordinates 


There are four 
ban be definec 
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utter Effect. Flutter is a complicated aerodynamic phenom - 
nigh speed when the construction of the plane experiences incr 
fail to quickly bring the plane out of the flight mode in which the “ ra 
craft will most probably disintegrate. 

Stalls & Spins. We shall only say here that these situations are - 
and an inexperienced pilot might not cope with them. 

Blackouts & Redouts. With high positive overloads, blood rus- 
head and everything goes dark before your eyes. This is called the "b as 
do not use an anti-overload suit (which is not very likely), this effect 
at +5G. Blackout can considerably reduce your field of vision or ove' ?: 

Redout appears with negative overloads (starting at approximate!-. -2 
blood rushes to the head and a red screen appears before your eyes I 
man and aircraft endure negative overload much worse than positive 

The option in question enables you to switch off these unpleasarr 
reactions. Naturally, if you do so. the level of realism lowers consi ‘ 

Engine Overheat. If this option is selected, you run the risk of - - 
engine when you force it or fly at full speed. The same happens in real ■ 
quences can be disastrous. ^ 

Torque & Gyro Effects. Torque appears as a result of propeller rota- - 
leans over to the side opposite to that of propeller rotation To fly eve' 
parry such movements. 

Gyro effect. When the engine operates, you have a rather large mas< - 
the aircraft. This mass rotates at high speed and very much resembles a qyit 

mrn, r ? U tS ,n C a e f ? 0Wlng: when V ou tr Y t° turn the gyroscope axis in spac 
C i Pe K PendlCU ar toyour effort occurs. To put it bluntly, when you do 
right the bow dives, and vice versa. 

“c^ din9S - lf thiS ° ptl0n iS Selected ' y0U might break the 

Takeoff & Landing. These two elements of flying are not very easy, especa J 

This is why you have the option to eliminate them. You will start and finish vaj 
tne air. 

Cockpit Always On. When this option is selected, you cannot make \-ur 
invisibte. Flying with an invisible cockpit is easier because your field of vision J 
eal. Cockpit Always On mode is designed for those who enjoy full realism. 

External Views. Some people think that taking a detached view at oneseh 
ing because a real pilot has no such opportunity. This opinion is not 

ra°7adds realism^ ^ Y ° U ** P ° Ssibility of Acting this option, wh : I 

N ° Padlock -. Padlock is a mode ° f vision at which the direction of your glance : 
constantly to follow the chosen target. There have been a lot of discussions abc 
realism of such an approach. This is why padlock can also be switched off. 



::jrs that the aircraft experiences intense shake, which obvi- 
:ne pilot also shakes, hindering your field of vision. If you des- 
i not experience this, but lose in realism. 

deselected, each object in the air bears a special icon. First of 
"ekes the object much more noticeable; second, its color indi- 
e object at any distance, and third there is a special inscription 
:. pe of aircraft and the distance to it. Strictly speaking, one can- 
. Trie. The real picture of our environment is far ahead of its virtu- 
-• resolution and the field of vision of a virtual pilot is more restrict- 
: lot. However in real life there were no icons on targets and you 

hurr*ery. Deselecting this option produces two effects. First, gun and 
in part going strictly straightforward. Second, the hit effect of bullets 

. ou deselect this option, your ammo will never end. 
deselected, you get endless fuel supplies. * 

- e option is deselected, you become invulnerable. Congratulations! 

, option only works if enemy shells and shots hit your aircraft. However 
■ ,-ua nst the earth your aircraft will still come to pieces. 

XIII. QUICK MISSION BUILDER 

This is not an editor, but a generator, 
to be exact. You feed in necessary 
parameters and get a ready mission 
on output, which you carry out 
immediately. This mode can be 
extremely useful for preparing for 
online combat. 

When you choose the "Quick Mission 
Builder" option from the main menu, 
you access a new menu with the fol¬ 
lowing items: 


d-lf 


mm 

- 

A; 

few 


For choosing the country you will be playing for. Click the button 
to switch over from red star to black cross these symbols speak 
for themselves in our opinion. 

Number and characteristics ofwingmen to be indicated. 

Enter information on other flights that will be fighting on your side. 
Information on your air enemy. 


ir 


is 
















You can set the 

following parameters for each flight: 

Num 

Number of aircraft in the flight, ranging frc • 
your own flight as the only exception. Fig-:* 
oneself close at hand is rather difficult. Thisls 
should have at least one unit. This unit is you 

Skill 

Class of pilots. 

Aircraft 

Planes constituting the flight 

Loadout 

Battle armament for mission. 

Map 

The map where the action will take place. 

Altitude 

Altitude at which the action will kick off. 

Weather 

Weather 

Time 

Time of the day. These last two factors—weathe- arM 
day-can exert considerable influence on the 
your operation. 

Situation 

Parties will have a tactical edge over the other. 

Disadvantage 

You start at a lower altitude than the enemy. 

Advantage 

You start at a higher altitude than the enemy. 

None 

You and your enemy are at the same altitude. 

Target 

Type of ground target. 

Defence 

Here, ground anti-aircraft defence is involved. It c 
included or left out. You can save the settingsyou have : 
load them later using the Save" and "Load" buttons res 


Lastly, after you have tuned the generator to your liking, press the "Fly” b n 
start vm jr f mht r 


If your intentions change, you can hit the 'Back” button and return to the -.an 


XIV. MULTIPLAY 


"IL-2 Sturmovik" offers two main 
options for working on live tar¬ 
gets—via Internet or through a 
LAN. The choice is made in the 
multiplay mode settings 
(accessed via the "Hardware 
Setup" item in the main menu). 

Hitting live targets is not neces¬ 
sary though. "IL-2" offers two 
multiplayer types: 


Fight between live opponents. 

Cooperative fulfillment of a mission where the part of oppo¬ 
nent or ally can also be played by Al (computer-controlled 
aircraft or vehicles and other ground objects). 

• the "Multiplay" item in the main menu, you access a new menu with 
c main options: 

r Log on to the existing server. 

Hew Server Create a new server yourself, 
iienu Return to the main menu. 


:: the existing server. 

he Join Server 

- ? . e two possibilities: 

ie server address in 

Server Address" field. 


: - for all severs avail¬ 
ing the Search for 
_ocal Servers" command 
vore information, read 
IL-2 README file in 
sows Start Menu > 
r 'ograms > Ubi Soft > 
L-2 Sturmovik > Read 
me 1st). 


* 
























The result of the search is a list of servers with the folic .v ~c 
Address Server address. 

Name Server name (if it were set on the serve 

Indicator of each server's connection spe- 
the higher the speed (and this is exactly r ? 

Users The number of players logged on to the e 

Type Type of the game (already mentioned: Doc" s 

You should choose a server from the list and press the "Join ' be::; - 
rupt the process and return to the main menu with the help of th- Bact 

NOTE: You can only join an existing Cooperative server BEFORE <n 
STARTS. However you can connect to Dogfight server at an> tine 

Creating a server 

The minimum speed connection for acceptable Internet play p erfo'-v- 
modem connection to your Internet Service Provider. 

You need to ce:e 
IP Do this by runrl 

IPCONFIG 

machine. 

- Win98 > run 
Dos prompt > typ^ 
FIG and read : 
ADDRESS. 

- W in2000 > run 
> Accessories > C: 
Prompt > type IF 
and read the IP ADZ 


Send this IP ADDRESS to your friends. 

For network play, launch the IL-2 integrated server You must choose the Multip? 
in the main menu, then Create new server. After that you can proceed to TTI 
mg items: ^ 



Name 

Description 

Game Type 


The name of your server. 

Here you can explain the map, time, weather and othe 
tions and settings you wish to use. Clients will see th 
'before the connection and decide which server to choose 

Dogfight is air combat between live enemies. Coczr 
stands for cooperative mission fulfillment depending n 
offered scenario. 


maximum amount of players on a server. Ranges from 2 to 32 
p.z to 16 in Cooperative). Naturally a larger amount of players 
vanslates into more serious demands on your hardware. 

Creates a game only for the people you know. Multiplayer ses- 
ions can be locked with a password to keep stray gamers away. 

'■ ou can set the password and share it with those whom want to 
log on to your server. To change your password, press the 
Change button. 

• - above parameters accordingly, click the Create button and serv- 

- e next step is choosing your mission. You can load any standard 

- /ou created with the built-in mission editor. In either case, all mis- 
lln rent to all the clients. 

loaded, you can change the Difficulty settings. This can only be 

- clients get these settings from the server so they all have the same 

■teerxgs. 

I make the common choice of Born Place and Arming for the inte- 
mr or a^d client. 

Ip ft nmton and play. 

a -nectiori 

M 3 HTT: Before you press the "Fly" button, you should choose the^aircraft you 
~. ess -Arming"), set "Convergence," "Delay," "Fuel Quantity just like in 
■section. The difference lies in the fact that here you can take a look at every¬ 
th tne aircraft's camouflage (if other skin variants are available), the face of 
onality regiment, number of your plane, etc. See additional features in 
ME file In Windows: Start Menu > Programs > Ubi Soft > IL-2 Sturmovik > 

re through with these operations, go back to the previous menu and 
- e base on the map, from or above which you prefer to start playing 
j start from home base or in the air above depends on the servers 
B*? fittings). 

: -?RATIVE: Here you are taken to the "waiting hall." This is where everyone gath- 
*.aits for the mission. 

:n is then chosen (this is done from the server) and all agreements between 
are set. For these purposes, you can use a built-in chat or voice chat. 

d choose an aircraft or gunner seat (if available) that has been previously 
:i with other players. The gunner/pilot seat you have chosen wil be indicat- 
, n to the other players awaiting the beginning of the mission. You will also see 
or occupied aircraft before the onset of the mission. 























In any rr _: :*| 
connection .ou 
Chat by pressd 
sponding dji 
you define;: r 
In flight —by d 
button or bv p 
(displays mao 
tings in Controc J 
the mouse busfl 
chat window 

The chat has the following features: 

You can type messages 
* to all players 

to your army' (army defined by color of airfields and icons, if the icons ^9 
difficulty settings) 

■ to any single online player 

message t0 311 P la V ers - <yP e the message, then press Enter The proc^l 
. equently prompts you to select a recipient of the message. Select ALL and) ;• aJ 

I°hr d rf Sa9e t0 y0LJr army ^ pe the message an d then press Enter 
MY^ARMY ancfpiess Enter ^ ^ °° ^ ** redpient ° f the mess ^ 


When everything is settled and chosen, press the Fly button 
this point for all players connected to your server 

NOTICE: All the Difficulty settings can only be set on the se-. - 
r,_ c -°"‘y r 5 ad them b y Passing the "Difficulty" bun:- 

is set for ail aw 


Chat a 
in all the 
except . 
begin to 
just begr 


scri 


Vap 




—re of chat that you can use is to preset certain messages which 
i s really saves time since you no longer have to repeatedly type 

- sow, select—using the cursor keys— the line below the chat line 

e, for example Check You Six, Break Left, Break Right etc 

j "henever you want without having to type it out again: Activate 
:: age using the cursor keys and press Enter. Then select to whom 

- 3 message (see above). If you need to make corrections or replace 
?oe with a new one, use the Delete and Backspace buttons. 

;?n r feature: you can resize the window or move it using the mouse. 

XV. FULL MISSION BUILDER 

- about the mission editor. This editor provides for fully manual cre- 
.vith thorouqh development of all possible nuances. Its interface dif 
from the game"s general interface, and is based on pull-down menus 

~ the editor can work both in 2D and 3D modes. 3D mode can be very 
r earing exact positions of ground objects. For instance, it allows the tanks 
we natural shelters most effectively. 

ption of pull-down menus 


z ng necessary and input data, testing the results of your work and saving, 
e following options: 

Loads the map where the mission will unfold. 

Loads a mission that was saved earlier with the purpose of doing 
more work on it. 

Saves a created mission. 

Launches a created mission for testing. The mission has to be 
saved on your disk beforehand. 

Quits the editor. 


You can also send messages to any of the players. To do so. you need to know -1 
er s correct nickname. Type the message, select the free text fSSe - J 
correct nickname (call sign) before pressing Enter ” 

for^the fnTTT niC,<names of a " the type the following in the 

ror the special message special: 


menu 

ay the title, this menu is designed for editing different mission parameters. It 

-ditions. This option activates a dialog box where overall conditions for the mission 
r ~hese include time of the day, weather conditions and clouds; 


>user 

then press Enter. You will see the nicknames of all players currently playing the ga 


bccription. Activates a dialog box where all text information related to the mission is 
its brief and full description and the text corresponding to the combat task, 

leete All. This command deletes all objects you have created. It is very convenient 
^Wou have just finished creating a mission and want to start creating another one. 

- J . _nrm tin CPIITIP m^D 


,oo Thic rtnfinn it 

















View menu 

This menu is intended for different operations with objects It 
menu items: 

Landscape. Viewing the landscape with different lighting. Ha . - : 

you can achieve a sharper contrast of all mission-related sign- acan 
you can also display/hide the landscape. 

Destruction. Used to set the initial level of building destruction in : 
tlements. Brightness adjusts color brightness in the area allowed for, 

Brush Size. Adjusts the thickness of the brush" determining the r 

Destruction Level. Sets the level of destruction within the zone c : 

The left position represents no destruction and bright green color (if re; 
actions beforehand); the right position represents maximum destruc: 
this case will be red. All operations related to the Destruction Level 
map are performed using the mouse cursor while pressing the F key a 
In Destruction mode, you can also destroy using the mouse , any b no - 
Just click on the left or right mouse button on the bridge to destroy o 
bridge. This function only works in 2D mode with the zoom to object in 
the screen. 

Display Filter. This menu item enables/disables the display of the types < 
cated. This is required to prevent a complicated picture from becominq o 
unnecessary icons. 

Icon Size. Size of conventional icons. It can be modified to reach an o: 
tion between their readability and picture readability in general at differer: r esd 

Hover Camera. Sets a fixed camera height in 3D mode. This simplifies s r 
already set. 

Show Grid. Shows/hides the reference grid. 

Smooth Transitions. If the option is switched on, the transition from th- '' 
image is performed smoothly. 

Operations in the editor 

Working with the map and 3D landscape 

To switch between 2D and 3D modes. 

Press Enter. It works when the scale of enlargement has practically reachec - 
mum value. 

To scroll the map in 2D mode. 

Map scrolling can be done in two ways. 

1. Using the vertical and horizontal scrollbars—as in any other scrolii 
Windows interface. 

2. Using the cursor of the mouse with the left button pressed. 


. gation in 3D mode 

-- of all movements; it is constantly depicted in the center of the 
- direction of your glance against the cursor is performed with the 
--oroaching/rnoving away is done by moving the mouse up and 
n q the pressed left button. The cursor itself can be moved using 
• gnt button pressed (here the cursor does not change its position, 

: t .mder it starts moving). 

rhe scale 

- ,:es 0.3 of the minimum, the map mode switches off and the editor 
: ^presentation mode, 
er: are used. 

:-o be changed using a vertical scrollbar at the left of the screen. To scale 
we scrollbar down. 

, move the mouse with the left button pressed and press SHIFT at the 
, a small frame appears on the screen. As soon as the button and the 
. eased, the editor will switch over to the scale at which the field available 
repicted in the frame. 

ing with objects on the map/landscape 

the chosen object. 

m j should choose the object. Then move the cursor to a point on the land- 
f : ^ss the left button simultaneously with CTRL (or just press Ins). The object 
. ently appear in the designated place. 

the route of an object. 

1 ave set the object, you can choose a route for it using turning points. 

** turning point is set in the same way as the object itself. 

. se a turning point, click on it; the turning point will become yellow 

interim turning point you should choose one of the ready points on the 
■ press "Ins " or while holding down the CTRL key, press the left button of the 
- this case the new point will appear on the ready route in the middle of the 
; oetween the chosen point and the one after it. 
jncel a choice, press the right button of the mouse. A menu will then appear 
mder the cursor. Choose "Unselect"; the yellow marks subsequently disappear 
coints of the route become red. 

delete a chosen turning point by pressing the right button of the mouse 
oosing "Delete" in the menu. The chosen point will be deleted. Deleting point 
>c-rr 0 annihilates the object. 













lMiG-3ud. 
!MsG-3U 1942 
jP-3SN-1. 1943 
jP-390-1 1944 
jP-390-10 1944 
TssR-10. 1940 
|U-2VS 
| Yak-IB 1942 


Object parameter setting window 

These parameters are divided into three main groups: 

Type 

All available objects are divided into categories. We 
provide a more detailed account of this division below. 

After you have set the object category, you can 
choose it from the list and, if necessary, see its 3D pic¬ 
ture (for this press the "View" button). You can revolve 
it by clicking on it with left mouse button. 

When the picture appears on the screen, the View 
button changes to Hide. If you press it again, the 3D 
image will be deleted. 

Properties 

Here you set the parameters directly related to the object. They depenc or c 
as follows: 

Aircraft (air objects). The list of parameters includes: 

Army. Here you set the side for which the selected object will fight The- 
ants: Red (the Soviet Union) and Blue (Germany). The choice is not bound 
ofic type of object; you can make "Messerschmitt" carry red stars in your mm 
want to and vice versa. 

Regiment. Here you choose the regiment, squadron and flight. 

Each squadron can have up to four flights. The choice influences the corre 
markings on the aircraft. 

Moreover, the same subdivision cannot be employed twice as two different a 

Weapons. The list of possible weapons the aircraft can cany depends : 

The By Default variant means that only guns and machine-guns are inc .. 
None variant means that all weapons have been removed. 

Fuel. Fuel amount carried by each aircraft at the onset of the mission, in pe': J 
Planes. Number of planes in a flight. Ranges from I to 4. 

Skill. Skill level of the flight pilots. Ranges from 0 (beginner) to 3 (ace). 

Player. To be selected if you are going to lead the flight yourself. To be at - 
so, you must make sure that the planes in the flight are in the flyable list i e a 
piloted by the player. 

In Single Missions where ranks are not envisaged, you are automatically appointe: 
manding officer. If the mission is created for Campaign mode, your rank .and you r 
results directly influence which plane in the flightyou will fly. 



: :-event situations involving incorrect behavior of Al-led air- 
.-imply with one rule: the aircraft led by the player should 
m - ne first flight. It is also important to stay away from tasks th 
. - ed (for example confront bombers with fighters task). 

a mission in which you are not going to participate directly at all. 

. not using the Player option-the Player option wasnt selected, 
ceqinning of the mission you will find yourself in observer P° sltl °h 
■ s vitch between views of different objects. To do this press rig 
n "starts to pause the game, and then find the appropriate position for 
me mission by switching between the different views (using a com- 
Next Enemy Chase View. Next Friend Chase View, Chase View, 
- Ground Target, External Padlock To Closest Ground Target, External 
cs-qet External Padlock To Closest Air Target, Fly-by View, Next Enemy 
siv View, Wide View, Normal View, Zoom View in combination with 
-an also switch between views over and over again choosing the most 
'ents of fighting both in the air and on the ground. After that, you can 
r rack file and edit it later. 


. jhicles. Trains, Ships, Artillery Categories. For these you set the 
enter markings, which carry no functional meaning in mis- 
-cture and serve for explanation alone. 

=- the parameters of a selected waypoint. As in the Chief Actor section, they 
: a large extent on the category of the object. 

-■= choice of waypoints more convenient, we have placed Prev and Next but 
re Waypoints panel. If pressed, they activate the corresponding pr^ousor 
mint on the route. On their right there is a sign, which looks like A(B), where 
..Tiber of the current point and B the overall number of waypoints. 

- numbering starts torn 0. ^ 

ioint parameters for category AIR 

pecnt. Waypoint height above the earth; in meters. 

Le-ed. -he speed at which the flight of planes should pass the point. 
h-<e "he time at which the flight should arrive at the point. Changing the Time param- 
-ects the Speed parameter along the whole route and vice versa, 
ipe (type of activity). What the aircraft will be doing at the designated point. There 
ir options: 

By default. Usual flight 


i CRMFLY 
-vEOFF 

ENDING 

2ATTACK 


If you select this option, the waypoint will be moved to the near¬ 
est airdrome. 

In this case the waypoint will also be moved to the nearest airdrome, 
if you place it manually to some point in the field, the aircraft will 

land there. 

Ground attack. 


★ 





















Target. Here you set the target for attack. If you press the Se: t 
switch into choose mode (you can cancel it by pressing the new:' 
can set the target in this mode; when the flight reaches (he wayp:i 
the target. If you choose ground target the type of activity will cha- os 

NOTE: 

1. For dive bombers, fighters with bombs and IL-2s, you have to :■ 
the GA7TACK point. Otherwise they will attack the nearest enem» 
the waypoint, if only they can find it. 

For transports with bombs and level bombers: Set waypoint C -S 7~ 
object which you would like to destroy, then set GATTACK for tha:. 
will drop the bombs in that area (you must set the GATTACK wa.ee 
target object). Do the same if you use the planes with paratrooper 

For dive bombers and fighters-bombers (IAR-8 1, some of FW I c : - 
the altitude has to be MORE THAN 1300m for dive bombing. Others 
bombs as level bombers. 

If you want any of the selected groups of planes with bombs to cc I 
ing, go to item 2 above. 

Don t set an altitude that is too low in bomb target areas for level bo r 
may be destroyed by their own bomb explosion. 

6 . Don t set the previous waypoint too close to the point of GATTA0 
get time to rejoin the right formation for the attack. Usually it is enouqn:: 
km between these waypoints. 

TIP: If you have difficulty setting GATTACK on a bridge or other objects/units 
to center them on the map and zoom in. 


2 . 


3. 


5. 


SPECIAL FEATURE 


How to make air trains of He 11 1 2 with glider Me 321 or Li 2 with glider G-i i. 

1. Set all waypoints for the flight of He 111 2 (or U 2). 

2. Set ONLY ONE waypoint for glider Me 321 (or G-I I) and locate the v.< 
close to the FIRST waypointof He 111 z (or Li 2). 

3. Set target object of that Me 321 (G- II) first waypoint to the first He 111 z(Li 2) v. ? - 

4. Don't set any waypoints other than the first for the glider (Me 321 or G-I 
glider will follow the plane automatically. 

5. You can set these first waypoints for both planes and gliders in the air or 
ground (Take Off) 

NOTE: These air trains can't land. If you set the landing waypoint for the plane the 0 
erwi, disconnect and try to find an area for landing. When you carry out such missio 
you should remember that only in the test flights can you get the riqht result and 3 
gfider will make the right landing (not in a forest or a city for example®. The glider da 
ot use the engine and will merely glide to the closest free area, if there is one. 


- 3 meters for Armor, Vehicles, Ships. 

-a is much the same as in the AIR category with just one excep- 
-/the objects speed. The object will do its best to arrive on time, but 
vV j|| depend on its maximum speed and the type of landscape. 

•■■ake a ground or sea object stop and wait for some time before it 

~s for Armor and Vehicles categories by roads or directly on roads 
- -ction of your next Waypoints forces these objects to automatically 
-ment along these roads (except the main roads branching into small- 
sod settlements where the correct movement of objects can only be 
umber of waypoints, placed on the curves and turns of the streets). 

Ships category have simplified Al. They fully interact with the envi- 
- e ied battles but will never do /'^controlled maneuvers. So, you need 
--•points manually in order to avoid collisions between ships and the 
-ole if you model the attack of a torpedo boat you should create the 
:r waypoints on the map to get the correct final picture o sea' battle^ For 
me several static cameras placed in the battle area to watch the interac 
me ships running in the scenario in FMB, and then correct if necessary. 

nt parameters for Train category: 

- much the same as in the previous cases, except for the fact that the trains 
- 3n the route. There is no Timeout parameter for them naturally. 

-ary Armor, Stationary Objects, Stationary Aircraft, Stationary Ships 
es These objects are stationary. Waypoints are not set for them, 
^nary objects placed on the map and equipped with arming (except 
will also take an active part in military operations. 

: -fret you have set a Stationary Object you should define its correct position to 
-as for example correct direction of gun fire against advancing en ^ m y ° r 
: - of the aircraft on the airdrome. To do this click on the object with the max- 
m m 2D mode and orient it in the right direction using the Right (Grey) Num 

L~ons. 


rtting mission purposes 


30 done using the window for setting 
parameters. Choose Target category in 
,-pe section. During task editing, the 
erer window consists of two sections: 
3 nd Target. The purpose of the mission is 
on the map (or landscape) just like any 
er object. 


Fite Ecfet View 
























Type section. 

Below is the list of possible purposes: 

Destroy. ] he object nearest to the designated waypoint receives :n 
The task is considered fulfilled if the marked object has been desw) 

Destroy Bridge. The same as Destroy only in this case the icon i 
bridge type targets. 

Destroy Ground - An area of a set radius is marked around the 
' t h t. task ' you must destroy at least half of the enemy objects with : 
size of the zone of destruction and the time interval are set in the Tam 

Escort ' T T / le aim is 3 9 rou P °f Paries; you should escort them and prate * 
attacks. The time interval within which you should escort them is set in r- 

Defense. The aim is a ground object. You have to protect it from be • - 
enemy forces. 

Defense Bridge. The same as Defense, but here only a bridge can te i 

Defense Ground. As with Destroy Ground an area is marked arc i 
rated point To fulfill the task, you must preserve at least half of your ground t 
the area. The time interval within which you should defend the area ; 
Target section. 

f ave fly above the waypoint at a distance not exceeding r - 
in the Targef Son 0 " ^ ^ The SiZe ° f the area and time ,r: 

Target section 

In this section you set parameters of the task. 

Priority 

Main task. You must fulfill it for the overall success of the • 

Additional task. Fulfilling it is not compulsory, but if you co 
be rewarded later when the regular awards and prz 


PRIMARY 

SECONDARY 


HIDDEN 


come about. 

A secret" task. The task says nothing about it, but you u 
cover them yourself in the course of the mission —and this * 
that you have another chance to excel. 


T?'^ A DeStr ° y c,nd Defense purposes as the Target for st, 
artillery units. You only can set for them Destroy Ground and Defense Group; 

Timeout 

Some tasks have to be fulfilled before a set time. If you do not fulfill the task with - 
AS n f ed p , enod lC IS autornat| cally considered that you have failed. The timeout" - 
indicate A 6 tlme bef0re Whlch you should fulRI1 the task - This condition - 
vated when you choose Timeout." ' 

p a number of cases, it is impossible to set the time limit. This concerns Defer- 
Ground Defense Bridge and Recon tasks 


e task involves an area/the parameter sets its radius. 

- only concerns the tasks of Recon type. If placed, you have to land 
. in addition to simply flying along this point, 
design your own missions the following two points become 

i mission where you start on an airfield and plan to achieve high alti- 
-ould set enough waypoints with the right trajectory or spiral curve 
: mb corresponds to the right digits of the: planes. It is also very irripor- 
e ;he right settings for Al planes. Use climb rate data for each plane 
.7 Object menu. To make sure that Al planes will achieve the given 
the correct time between each waypoint where planes make a climb 
>: altitude. We recommend that you set a realistic data climb rate on the 
u and 2-3 times less at altitudes higher than 4,000 meters. It is also very 
to know that the first waypoint with the takeoff on the airfield shows the 
the takeoff—the icon on the runway border shows the direction. 

- waypoint of the aircraft flight is landing on an airfield, make sure that 
. ous waypoint was set at an altitude of not more than 200-250m and al. 

: <m before the final landing point and in the direction of the landing glis- 
:: the closest runway border (the icon shows the side from which the plane 
:-~dj. if your flight was at high altitude, make sure you establish as many way- 
m are needed for a smooth dive to the point of the final approach. If you 
: e this advice, we cannot ensure that your plane or the Al plane will have no 
age when diving from high altitudes at critical speeds. Especially important 
combers! 

- Camera category Static cameras are placed in the same way as Static Objects^ 
r~P~n Ce between the two lies in the fact that you can vary camera height against 
= surface which gives you the possibility for further observation of both 
-.-d sea objects and targets. The Static Camera option enables you to create 
mat are beautiful and interesting for observation. It is specifically recommend- 
. du use it in the following cases: 

/ou have created an extremely interesting mission and are willing to record it to 
track file to subsequently show it to your friends as a film, or to place such a 
track on the Internet so that other owners of the game can have a look at it. 

controlling your mission creation where a rather large-scale ground battle is 
•.. nq place according to your scenario. Place enough Static Cameras without 
olacing them over the whole battlefield. You should bear in mind that the Static 
Camera is also an object that reduces the overall Frame Rate 
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jrtq the Windows Notepad and is saved in the same directory as the 
er Campaign > RU (or DE) > Fighter (If folder Fighter 
' .ou should manually create—in the same directory and - - : 
t se- so as not to delete a previously created campaign. This can be 
' “Bomber2," "Fighter-Bomber," etc. Use Windows Explorer for 
e missions or campaign missions with all subdirectories should ce 
Missions directory of the game root directory). The file should be nar 
r.n d should not take any other name, otherwise it will be useless 

- e Windows Notepad, in folder RU (or DE) you need to create/e:: 

- ere y 0U create/add the name of the new folder with missions for your 

:f file all.ini 


nq has been done correctly, you start playing the new campaign you 
: by yourself; ail actions are performed in the standard way. Simply choose 
for which you have created your pilots career version and for whom you 
a new career in the Pilot Career Menu. You will find a campaign you 
□ rated in the Career window. 

i TO CREATE MISSIONS FOR MULTIPLAY. 


We recommend that you immediately place ALL CREATED MISS. : 
directories. For example, if you have created a mission whi: 
through only as a Single Mission, you should save it in a Single c 
responding to the country and type of the mission can be chose -- 
you have created a mission for Multiplay, save it in a corresponding : 
or Cooperative. 

HOW TO COMBINE THE CREATED MISSIONS IN A CAMPAKS* 

All missions created for Campaign mode are combined by name or ° 
file. You can do this in one of two ways: 

1. Linear In this case you will proceed linearly through ail the miss: 

2 . Random. In this case the scenario for the mission will be random 
domly branched scenario. 

Example of a file for a linear scenario: 

[Main] 

Class IL-2.game.campaign. CampaignBlue 
awards Class IL-2.game.campaign.AwardsDEfiqhter 
flistj 

BF109_I_i.mis 
BF109_2_l .mis 
BFI 09_3_I .mis 
BFI 09_4_1 .mis 
BF109_5J.mis 

Example of a file for a randomly branched scenario: 

fMainJ 

Class IL-2.game.campaign.CampaignBlue 

awards Class IL-2.game.campaign.AwardsRUbomber 

[list] 

IL-2MJJ .mis IL-2M_l_2.mis IL-2M_l_3.mis 

IL-2M_2_l.mis IL-2M_2_2.mis 

IL-2M_3J .mis IL-2M_3_2.mis IL-2M_3_3.mis 

IL-2M_4_] .mis IL-2M_4_2.mis IL-2M_4_3.mis IL.-2M_5_3.rm 

IL-2M_5_I .mis IL-2M_5_2.mis IL-2M_5_3.mis 

NOTE: 

1. For randomly branched scenarios, you can set as many single scenarios 
want. It may be one or 100. In the last case the program will randomly se - 
of 100. 

2. Do not forget that for each scenario you would like to make randomly srajj 
you need to use only one map for all scenarios starting at that point. This is 
essary to keep all your successful destruction of ground objects such as buii : 
and bridges recorded in the next mission scenario. Otherwise the program 
automatically skip these battle changes of landscape. 


Mfi DOGFIGHT 

sms Multiplay mode you should create born places and choose a correspon- 
- color for them. Born places should only be located on airdromes. The cho- 
'color will later be detected on the icon indicating that it belongs to an army 
y ? r drome. 

B»LHON: You can only set stationary anti-aircraft mountings from ground objects and 
ships from sea objects. If you ignore our recommendations and set something 
ese will be automatically withdrawn from the scenario. We also advise you to 
: ear of this to prevent lock-up or crashing of the program. 

I . COOPERATIVE 

-ere everything is done in conformity with Single Missions requirements; all Al- 
Dbjects available for Single Play can be used in COOPERATIVE as well. 
Yevertheless, you must bear in mind the restrictions imposed by data transfer 
speeds via the Internet; 

I - The number of planes led by players including gunner seats if the planes are 
equipped with these should not exceed 16. 

• Do not overload your mission with a large number of Al objects because the com¬ 
munication channel may not be able to cope with it, causing the game to peri¬ 
odically hang up for a long time, thus preventing you and your friends from enjoy¬ 
ing the fun. 


★ ★ 
















German car column 
designations: 

Ger. Supply Car Column Type I 

BMW Bike; ; : 

Sd.Kf2.25l 

: 5 x Ope! Blit? 67'OQA 
Opel Blitz 6700A Medical 
Opel Blitz 6700A Radio 
Opel Blitz Maultier M 

Ger. Supply Car Column Type II 

Kuebelwagen VW82t 
Opel Blitz 36S 
Opel Blitz Maultier AA 
2 x Opel Blitz Maultier 
Opel Blitz 6700A Fuel 
2 x Opel Blitz 36S 

Ger. Command Staff Car 
Column 

Pz.llF 

Sd.Kfz.251 

Opel Kadett 

Opel Blitz Maultier AA 

Opel Blitz Maultier 

Sd.Kfe.251 

Ger. Motorcycle Column 

6 x BMW Bike 
Opel Blitz 6700A Fuel 
2 x Opel Blitz 36S 
Sd.Kfz.251 
2 x RSO 

Ger. Fuel Supply Car Column 

Kuebelwagen VW82 
6 x Opel Blitz 6700A Fuel 
Opel Blitz Maultier AA 

Russian and German train 
designations: 

Fuel Train/M 
Steam engine 
Coal Tender 
Flat car/M 
8 x Tank car... 

Freight Train 
Steam engine 
"Coal tender 
8 x Box car 


Freight Train/M 

WEAPON - . .. m 

Steam engine 

(bombs ar«r •nammMgl 

: Coal Tender 


Flat car/M 

SC 50 

8 x Box car 

Type Ce-r^ai^^H 


Weigr: 55 5 1 

Ammunition Train / 


Steam engine 

SC 70 

Coal tender 

Type: cutgfl 

8 x Box car/Explosives 

Weight "5 * g 

Ammunition Train/M 

SC 250 

Steam engine 

Type: Genera cuaJ 

Coal Tende r 

Weight. 25-«o 

Flat car/M 


8 x Box car/Explosives 

SC 500 


Type: Gene-? 

Freight & Fuel Train 

Weight: 50C • : 

Steam engine 


Coal Tender 

SD 500 

4 x Box car 

Type: Fragmenraoor ioti 

4 x Tank car 

Weight: 535 kg 

Equipment Type 1 Train/M 

PTAB-2,5 

Steam engine 

Type: Anti-tank t: -: 

Cbai Tender 

Weight: 1.5 kg 

Flat car/M 


7 x Flat car/Equipment Type 1 

AO-25 

Flat car/M 

Type: General purport 

Equipment Type II Train/M 

Weight: 25 kg 

St earn engine 


Coal Tender 

FAB-50 

Flat car/M 

Type: General purpose bcK 

7 x Flat car/Equipment Type II 

Weight: 50 kg 

Flat car/M 



FAB-100 

Equipment Type III Train/M 

Type: General purpose : i 

Steam engine 

Weight. 100 kg 

Coal Tender 


Flatcar/M 

FAB-250 

7 x Flat car/Equipment Type III 

Type: General purpose ben 

Flat car/M 

Weight: 250 kg 

Passenger Train 

AJ-2 Ampoules 

Steam engine 

Type: Like napalm 

Coal Tender 

Weight: 2 Kg 

8 x Passenger car 



Command Staff Train/M 
Steam engine 
Coal Tender 
Flat car/M 
4 x Passenger car 
Flat car/M 


:: restrict.you to a set number of Al-objects. The main rule says the less 
:e amount of objects can be set at your own discretion and risk. You 
•-.--ermine the possibilities of your communication channel and those of 
?ming in COOPERATIVE mode via the Internet. However, we highly 
/ou familiarize yourself with similar missions shipped together with the 
: jrpose, load bur missions in the Full Mission Builder and see how they 

rot recommend using the maps with a large amount of buildings in the 
- c e, Berlin where over 500,000 houses are displayed on the map, the 
- cuse is regularly checked by the program and sent via Internet to other 
:? n lead to noticeable online game freezes. Recommended cards include 
r Online Play as well as Prokhorovka, which was initially modeled for 
: e Play, but for COOPERATIVE as well. 

XVI. GAME GLOSSARY 


VAP-250 

Type: Like napalm (phosphor 
Weight: 250 Kg 

RS-82, RS-I32, M-13-Rc:< 

with demolition warhead. 

BRS-82, BRS-132 - Anti-arm 
rockets 


rtvugenee. In the game industry, this term 
computer-controlled units, 
model 
oe model 
:< Mission Builder 
Mssi-on Builder 
• renaissance 
Mew Object Menu: 

• .VS RKKA. Soviet Air Force 
: e. German Air force 

*.5 Military research institute, where all Soviet, 

- captured aircraft were tested dcfifng or 
■ a- When we were developing our simulator 
? r,[ of this data together with original sources 
manufacturers. 

t Turn, maneuver in which a plane reverses 
r:uon and gains altitude without losing a great 
■ 'speed. In general, a climbing 180-degree turn. 

■to ne Full Mission Builder: 

-aircraft artillery and machine guns. 

■M. -nti-aircraft artillery and machine guns. 

BfL Anti-aircraft artillery. 

■fesade. Landing trajectory of aircraft. 

Ifcr- Place. Home base where your aircraft will be 
' m a multiplay session. 


Russian car column designations: 
Rus. Supply Car Column Type I 

GAZ-67 

2 x ZIS-5 Medical 

5 x ZIS-5 

Rus. Supply Car Column Type II 

Willis MB 

6 x Studebecker Truck 

3 x ZIS-6 Fuel 

Rus. Command Staff Car Column 

GAZ-671 
GAZM1 
ZIS-5 M 
2 x ZIS-5 
ZIS-5 Radio 

Rus. Katyusha Car Column 

GAZ-67t 
6 x Katyusha 
2 x ZIS-5 
.. ZIS-6 Fuel 

Rus. Studebecker RL Column 

Willis MBt 

6 x Studebecker Rocket Launcher 
ZIS-5 M 

2 x Studebecker Truck 











Technical and Customer Supper 

Before contacting Ubi Soft Entertainments Technical Support De; 
read through this manual and the readme file. Also browse throu< 

search our support database at our website, http.V/www.ubiscA : : ~ .^ 

Here you will find the most recently updated information since the 

Also please make sure that your computer meets the minimum sys:t 
our support representatives will be unable to assist customers whose : 
meet these criteria. 

Whenever you contact the Technical Support Department, please i r 
ing information: 

■ Complete product title (including version number) 

- Exact error message reported (if applicable) and a brief description 
you're encountering 

■ Processor speed and manufacturer 

■ Amount of PAM 

- Maker and speed of your CD-ROM or DVD-ROM drive 

■ Type of Sound Card you are using 

■ Video card that you are using and amount of PAM it uses 

■ Operating system 

Contact us over the internet 

Our website contains the most up to date Technical Support information avaialfl 
including patches that can be downloaded free of charge. We update the Sop 
pages on a daily basis so please check here first for solutions to your problems 

http://www.ubisoft.com/support 

Contact us by e-mail 

For fastest response via e-mail, please visit our website at: 

http://www.ubisoft.com/support 

From this site, you will be able to enter the Ubi Soft Entertainment Solution Cents" « 
you can browse through our listings of Frequently Asked Questions (FAQ), sea': 
database of known problems and solutions, or; for fastest e-mail response, you cr- 
in a request for Personal Assistance from a Technical Support Representative. 

If you don't have access to the World Wide Web, you can contact our S 
Department by e-mailing them directly at support@ubisoff.com. Please ensure thi 
include all of the bulleted information above for your computer when sending e 
to this address. It may take up to 72 hours for us to respond to your e-mail depe - 
upon the volume of messages we receive. 


m.s by phone 

- act us by phone by calling (919) 460-9778 dote r 
assistance only. No hints or tips are given over the Technical Suppc" 

: or Technical Support line, please make sure you are in front Of your cc 
- all of the necessary information listed above at hand. 

"?[ our Technical Support Representatives are available to help yc_ 
day from 9 am-9 pm (Eastern Standard Time). 

~ot charge for technical support, normal long distance charges apply. To 
-ranee charges, or to contact a support representative directly after these 
r -eel free to use one of the other support avenues listed above. E-mail 
mceive a response within 2 business days. 


kr set us by standard mail 

/ou can write to us at: 

Ubi Soft Technical Support 
2000 Aerial Center 
Suite 110 

Morrisville, NC 27560 

■ policy 

: - not send any game returns directly to Ubi Soft Entertainment. It is our policy 
ne returns must be dealt with by the retailer or online site where you purchased 
ru jct. If you have a damaged or scratched CD, please visit our FAQ listing for 
--me and get the latest replacement policy and pricing. 
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: tion, our development team used the following sources: 

•manuals of the Yak-3,1-2(1941), Tu-2, Pe-2, 1-153, 1-16, P-39 Airacobra, P-63 
:bra, Ju-88, Bf-l09G-2, BM09G-6, Bf-l09K-4, FW-190Aand many others, 
sarable technical data on the trials of the Nil WS. These cannot all be listed here, 
jral manufacturing data. 

■: ete technical descriptions and blueprints for most modeled aircraft, 
c strongly recommend that you read the book series: "Black Cross - Red Star. 
Car Over the Eastern Front." 
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